Vol. 2 No. 1 




Our First Software Disk Issue! 



4 

Bring your 6ight up to Date 

luith poms' products from Computer Software Services 



t^he Black Box 

The Black Box is an add-on board for the Atari 600XL (upgraded), 800XL, and 
130XE computers. The Black Box provides many unique and useful functions. 

The RS-232 port emulates the Atari 850 interface very closely, but goes beyond by 

providing 19,200 baud capability. The Black Box is the only interface to support 
hardware flow control. This enables owners of high speed modems (4800 baud 
and up) to use their modem at full speed, and not worry about data loss due to a 
slow BBS or terminal program. ^ ? 

The parallel printer port interfaces to most all Centronics-type printers. You may 
assign the printer number and line feed options from within the Black Box's 
configuration menu. The Black Box allows buffering of your data, either using the 
extra 64K in your 130XE or the optional 64K RAM ki the BJack Box itself. 

The hard disk port was the real reason for the design of the Black Box. You may 
connect most any hard disk controller that is SASI or SCSI compatible, or drives with 
embedded SCSI controllers. It is totally compatible with the current versions of 
MYDOS and SpartaDOS. The BJack Box allows you to have up to 96 partitions with 
names, and set any partition as any drive (D1: through D9:), allowing you to place 
unprotected single density boot programs on your hard disk. You may also write 
protect ALL of your hard disks with the flip of a switch. 

The Black Box also provides support for users who have previously used an ICD 
MIO to store data on a hard disk. You can have compatibility with an MIO formatted 
hard disk by simply setting a dip switch. 

The 6502 monitor is very handy for machine language programmers. How often 
have you wondered where your program was, or what caused an apparent "lockup"? 
Entering the monitor will show you all the processor registers, and display the 
disassembly of the instruction it was about to execute when you pressed the button. 

A printer dump of your current screen may be done at any time by pressing one of 
the buttons on the Black Box. A switch allows you to choose either text or graphics 
dump. (The graphics dump is only available for dot matrix phnters capable of 
graphics.) 

CSS sells a variety of accessories for your Black Box. The Black Box Case is a 
durable black plastic housing for your Black Box which sells for $39.95. Modem and 
printer cables are available for $9.95 each. 

The Black Box sells for $199.95 plus $8 shipping and handling. The Black Box with a 
64K printer spooler sells for $249.95 plus $8 shipping and handling. 



The Floppy Board 



Our latest and greatest product! The Floppy Board is an add-on expansion board for 
the Black Box interface. It allows the user to add up to 4 inexpensive, 'standard' 
floppy drive mechanisms. The Floppy Board supports almost all floppy drive 
configurations, including 360K, 720K, 1.2MB, and 1.44MB. Built-in the Floppy Board 
are the Black Box Enhancer and a version of our Super Archiver. 

Disks formatted on the Floppy Board are accessed at parallel bus speeds, providing 
a substantial performance increase over the standard serial Atari floppy drive. In 
fact, Floppy Board drive access is much closer to hard drive speeds than to 
standard serial drives! Included with the Floppy Board is our IBM/ST Disk Transfer 
Utility program, which allows you to both read and write IBM or ST disks. This 
makes the fHeppy Boir#llie ideal method for porting files to and from your PC or ST! 



Also available for your Floppy Board is our 1 .44MB dhve kit. The kit includes a high- 
quality 1.44MB drive mechanism, power supply, and floppy drive cable, and sells for 
only $79.95 plus $8 shipping and handling. The Floppy Board sells for $149.95 plus 
$5 shipping and handling. CSS also sells power supplies, floppy drive mechs, and 
custom floppy drive cables. Call for pricing. 

Black Box/Floppy Board Special! 

For a limited time, CSS is offering special phcing when you buy both the Black Box 
and Floppy Board. Wm\ purchased separately, you would spend $349.90 to get 
these items. Our special pricing lets you have these products for only $329. a 
savings of over $201 

8-blt Repairs 

Having a problem with your 8-bit equipment? CSS repairs all kinds of Atari products, 
from computers to disk drives. Call us to arrange shipment of your items. 

If you have two of the same product and both need repair, take advantage of our two 
for one repair deal. Send both items to us, and we will fix one of them FREE and 
keep the other one for parts. Again, call us to arrange shipment. 



The Black Box Enhancer 

A must for all Black Box owners! The Black Box Enhancer is a piug-in module for 
your Black Box, enhancing the printer functions and adding an instantly available, full 
featured sector editor! 

The built-in screen dump to printer function will now render a hardcopy with a 16 
shade grey scale representation of the colors. A special graphics printer handler is 
built-in, which allows any output directed to P9: to be printed on your graphics 
compatible printer w^tie same character font used on your computer. This means 
all the Atari special control and graphics characters will be printed, along with 

The built-in Task Master sector editor is the most powerful editor for the 8-bit. It 
contains a sector copier featuring multiple copies, automatic formatting, and uses all 
available memory for fast disk duplication. The Task Master is not limited to only 
floppy disks. It can handle up to 16 megabyte hard disk partitions (even in the sector 
copier mode)! The Task Master provides full DOS support for MYDOS, SpartaDOS, 
and Atari DOS derivatives. Subdirectories are fully supported! You may link through 
individual files by simply moving through the directory and highlighting the file you 
wish to edit. 16-bit and sector map linking are supported for hard disks, and 1 1-bit 
linking for floppies. It is ideal for quickly editing files and repairing damaged 
directories. 

The Black Box Enhancer sells for $49.95 plus $5 shipping and handling. 



Ordering Information 



Call CSS at (716) 429-5639 between 10am and 5pm Eastern Time to order, or send 
your order to the address below. CSS accepts payments in cash, money order. Visa, 
MasterCard, or COD. Personal checks are also accepted, but shipment of your 
product is delayed until the check has cleared. Foreign orders must be paid in US 
funds. 

Call or write for our free catalog of products. CSS also has a free catalog of pre- 
owned software, Atari related books, and owner's manuals for most hardware 
products. 

Other Products 

Bit-Writer (for 1050 drives) .....$ 79.95 

Black Patch (for all computers) $ 29.95 

Disk Cracker (for all computers) $ 19.95 

Hard disk controllers (for all computers) CALL 

Hard disk systems (600/800XL and 130XE computers) CALL 

HD Pro Backup (for Black Box owners) $ 49.95 

Heavy Duty power supplies (600/800XL and 65/1 30XE computers) $ 17.95 

Multiplexer including master & 2 slaves (for all computers) $1 99.95 

Multiplexer extra slave (for all computers) $ 89.95 

Power Plus memory upgrade (800XL and 130XE computers) $ 99.95 

Quintopus (for all computers) $ 39.95 

Quintopus with switchable ports (for all computers) $ 59.95 

Richman's Word Processor (for all computers) $ 39.95 

Silencer (for 1050 drives) $ 19.95 

SIO Power Booster (for all computers) $ 39.95 

Super Archiver (for 1050 drives) $ 69.95 

Super Archiver II (for 1050 drives) $ 99.95 

Upgrade from SA to SA II $ 29.95 

Super-E EPROM Burner (for XL and XE computers) $169.95 

Gang Super-E EPROM Burner (for XL and XE computers) $199.95 

Super Pill (for all computers) $ 24.95 

Ultra Speed Plus OS (for XL and XE computers) $ 69.95 

XF Dual Drive Upgrade (for XF551 drives) * $139.95 

XF Dual Drive without drive mech (for XF551 drives) 1 $ 79.95 

XF Enhancer (for XF551 drives) $ 34.95 

XF Single Drive Upgrade (for XF551 drives) $ 99 95 

XF Single Drive without drive mech (for XF551 drives) $ 59.95 

XF Update (for XF551 drives) $ 39.95 



Computer Software Services, Inc. 

PO Box 17660 

Rochester, New Yorh i46i7 
PhoiK: (7 16)429-5639, wamspm Eastern 

Fax: (7161247-7158 
BBS: 1716)247-7157, 300-9600 bpS 
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Machine Outlasts Its Maker 

Dear Ben, " 

I applaud the return of a magazine devoted solely to the 
8-bit line of Atari computers. Although I own an ST, I still 
continue to use and amass programs for my trusty 8-bit, the 
likes of which I own in several configurations (from a 400 to a 
1-meg XE!). I have yet to find a reason to part with any of 
them, as they still see much usage in my home by my entire 
family. Truly, a inacl^iiiie^i^t has outlasted its makers, as it 
were. , . 

I was dismayed to see also that the latest "team" to put 
together Atari Corp.'s magazine. Atari Explorer, announced 
they would no l<Hig6i; support the S-bit. But then, it's no real 
surprise, as the company long ago abandoned support of 
saitie. JFum^lkdag, though... in my Shareholders' Report 
fircm ihem^ Afl^«M ittill aggressively selling the 8-bit com- 
puter — ^in its 130XE incarnation — ^in several countries. For a 
company thiit ateindoned one of their flagship products yet 
still draws revenues from same, it makes you wonder. 

I applaud your efforts to support us 8-bitters with a 
quality magazine. Your reputation from the pages of Current 
Notes is sufficient for me to know what to expect, and I look 
forward to receiving AC. 

Finally, thank you! A magazine devoted solely to the 8- 
bit is most welcome, and judging by the response you received 
concerning it, there are quite a few of us out there. Again my 
thanks, and hey- CONGRATULATION^li ^ 

Robert Rui^^^ 

Fresno, CA 

8-Bits in the hutiily 

Dear Ben, 

I received the first issue of >1 6* today and I must say I am 
truly impressed. My credit card info is enclosed; please put 
me on your subscription list right away! 

Although I have a MEGA 4/STE, I still love to tinker with 
my 8-bits. My main outfit consists of an 800XL, RAMBO 
256K, MIO 256K, 20-meg hard drive, 1050 plain, 1050 
Happy, XEP-80 and a TransKey, all crammed into a PC case 
with a cartridge port in front. Plugged into this is a mono- 
chrome monitor, small colour monitor, modem, 1020, 1027, 
wide-carriage 9-pin printer and at various times, Com- 
puterEyes, Easy Scan II, Animation Station and a Star Bub- 
ble Jet. 

My eldest son, a policeman, types all his court briefs on 
an 800XL while my youngest son who is away at school uses 
his 130XE for printing pages, crunching numbers and playing 
games. I have an 800XL at my mother's home to entertain 
her grandchildren, and that leaves me with an 800XL and an 
XE Game System for spares- just in case! 

I intend to enjoy 8-bits for awhile yet, and your quality 
publication can only ^ijiance that intent. Thanks for your ef- 
fort. 

D. Garnet Quinn 
Oaitario, Canada 

Score One for BEST 

Dear Editor: 

In recent weeks I've had good reason to re-think the issue 
of support as it currently exists for our 8-Bit Ataris. It's no 
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secret the retreating support by producers and sellers is 
having a negative effect on users of all Atari products, but the 
S-Bit Classics have taken the worst beating. However, Fm 
encouraged by two recent developments. The first is seeing 
this magazine. Atari Classics get off the ground, and the sec- 
ond has to do with a recent experience regarding a Magnavox 
monitor I purchased to use with my Atari 800. 

My Magnavox RGB Professional 80 lacked the necessary 
cable I needed to connect to my Atari 800. Looking over my 
library of catalogs, I decided my first call should be to Brad 
Koda at Best Electronics in San Jose, CA. That turned out to 
be exactly the right decision. 

After explaining my needs, Brad asked where I was lo- 
cated. Was I ever surprised when Brad suggested I direct my 
request to Bob Patton of Omaha, Nebraska as a resource. 
Bob Patton, as a name, was familiar to me, the result of 
needs in the past via Hobbytown of Lincoln. 

Hobbytown of Lincoln and Omaha sells the Atari line of 
computers, offering service through Bob. As an independent 
contractor. Bob was and still is a service person for Hob- 
bytown stores (lucky me!) For several years Bob had a full 
time business servicing the Atari, which he now does part 
time. My request for a cable will be awhile in the makmg. 
Bob told me he's three weeks behind in requests for service 
and woiild I please be patient? It's like getting service at m 
delicatessen, take a number please! When my number is on 
top it will be my turn and that's just fine. 

Fm still amazed that Best Electronics cheerfully rendered 
the suggestion I call Bob Patton when I needed help! My 
hat's off to Brad Koda and I offer a big mid western "Thanks a 
lot Brad!" The day I called Best Electronics I bought nothing, 
but you can be certain Best earned much good will. I hope 
you'll share my letter with readers as my way thanking Brad 
for his effort on my behalf. Sincere BEST wishes to Brad 
Koda! 

Gary C. Matteson 



Norfolk, Nebraska 



Our Own Mag Again! 

Dear Editor, 

The long awaited first issue of >1 (7 arrived today, and Oh 
Boy, it's just what the doctor ordered for us ailing 8-bitters. I 
devoured every word with a certain inner pleasure, knowing 
ACi& the result of the "never say die" 8-bit community. 

I and the members of OHAUG are solidly behind the con- 
cept of a magazine BY and FOR 8-bitters. In line with that 
thought, enclosed please find my $34 for a yeai^s subscription 
to the magazine and disk. 

In passing, let me say you may freely use any articles or 
programs from the OHAUG biiiion1il|J^«*^ in future 

issues of .^Cl Let's hope that, like ^ FKo^:isx, the 8-bit has 
arisen from the ashes, and that^€!'wiU fly high and long on 
its wings! 

Alex Pignato 

Oceanside, NY 

AC replies:Alex, your generosity is exceeded only hy your 
modesty. You forgot to mention that OHAUG performs the 
grunt labor required to mail out AC's Software Disk! My 
deepest thanks to all you guys, this is what AC is all fbout! — 
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NovEMbER Fairs in Germany ANd ENqlANd 



Report On the Stuttgart Fair 

by Marek Tomczyk 

AC Staff Correspondent, Germany 

Stuttgart Pilgrimage 

Every year around the first week of November, every- 
an interest in c<»nputers or electronics in the 
southwestern part of Germany heads for Stuttgart's 
*Hobl)y Elektronik-Modellbau Sued** fair. This fair is a 

meeting place for people dedicated to various electronic 
interests. Some are interested in scaled models like RC 
cars, boats, or planes (the " Model Ibau" part of the fair). 
Another group is mainly looking for electronic compon- 
ents, computers, software, telecommiuiications and con- 
tacts to usergroups. Of course there are peojde interested 
in both £Eur8; thippg^wwhtem i% 4iip>fatve ixiF^apmd at leael 
two days to see everything! 

'Diis year, on November 8, 1992, 1 attended the Stut- 
tgart fair hoping to make new contacts with usergroups 
affiliated with the 8-bit Atari. In the last few years this 
fair hadn't disappointed me. You could always find some 
goodies that made your classic Atari heart beat a little 
faster, and there were at least a few suppliers who hadn't 
abandoned the 8-bit community. "CompyShop" always 
wmA4iS> be a good supplier of the hottest US products. 
They also sold their own sophisticated hardware acces- 
sories: programmable disk drive speeders, memory 
upgrades, and printer interfaces. I remember also the 
ABBUC usergroup taking part in this fair. 

Slim Pickings 

HowevCT, over the last few years the variety of 8-bit rf- 
ferings has dwindled. This year was the worst. You 
couldn't find anything. Let's say: hardly anything. All I 
found were two SOOXL's waiting for the lucky purchaser 



willing to pay 170 DeutschMarks apiece. Another very 
suspicious character was offering an 800XE (not a typo, 
the 800XE was never released in the US) for 80DM. Fm 
almost sure this one didn't work. There were also a few 
42600 game consoles for around 80-9GDM. 
<w That's all. No other hardware, no other software, no 
usergroups interested in the Classic Atari. Not a single 
one. All the usergroups present represented the Amiga, 
Macintosh, and IBM-PCs, with a few Atari STs around. 

This is my best description of the Stuttgart fair. The 
situation I encountered at this fair mirrors the reality a 
dedicated user has to face in southwestern Germany. The 
only way to get new products is through those few mail 
order companies who haven't already quit. It was a disap- 
pointment, but we have to face it and take the future of 
the little Atari in our own hands. Best regards^rom a sad 
Atari Classic user. 

Editor's comment: this sounds remarkably similar to 
what happened at the 1991 WAACE fest in the US; it 
would seem the German market is exhibiting a similar 
pattern. In foUowup communications, Marek estimates 
ti^ <&Wiiiifi S'bit market pmksdjtUPOund the time of Ger- 
man reuniScation; S-bits were especially popular in the 
former East Germany. With a resurgence of th^^idmfied 
German economy people are beginning to experience in- 
creasing levels of prosperity and are discarding 8-bits in 
favor of the more advanced machines. Marek believes the 
German 8-bit market hasn *t completely collapsed but is no 
longer capable of supporting large, visible vendor opera- 
tions. Instead it appears to be m^mng into a smaller 
arena made up of mailorder vendors and entrepreneurial 
backers who lack mmiMmg MU/l Mmmkmiso mutimt 
thai MBT^^bs&'vmiions only apply ti Km Jaoah la jMiAn^ 
Germany and don't necessarily represent the state of the 
entire German market. 
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AMS6 Show Report 

by Dean Garraghty 
AC Staff Correspondent, United Kingdom 



li.* 



Off To Stafford! 

It's Saturday 14th November, 1992 at 5AM in the sub- 
urbs of Doncaster, England. Most people are tucked up 
fast asleep, but not us! We're up and rearing to go! To 
Stafford, that is — for the 6th All Micro Show, held once a 
year in Novi^lfti^. It^ a general electronics show, part of 
which is given over to electronics and radio and the other 
to computers. It's held in Bingley Hall, just outside Staf- 
ford: a large warehouse looking place which doubles as a 
farm equipment store. It was also freezing cold! 

AMS has established itself as THE place to be if you're 
an Atari 8-bit user, assuming prominence when the Atari 
User shows in London stopped about three years ago. Hub 
Atari 8-bit has always been a dominant feature of AMS. 
As one of the exhibitors (Dean Garraghty 8-Bit Support), I 
had a unique perspective on AMS6. 

Our main effort to releasejthe new complete ver- 



sion of Digi-Studio, including the new LIDS language for 
creating music to play back digitized sounds. We also of- 
fered our PD librai^^i^H^dHM tedhiAfr a special offer on 
our News-Disk (on-disk newsletter). [See Ed Hall's 

column, "The Garret", elsewhere in this issue for more 
info on disk-based magazines. -Ed.] These proved enor- 
mously popular; we sold enough packs to pay for our 
standi We also sold off a few odds and ends of software 
and hardware, and promoted the Pr«nmr laci\ie of AC. 



Vendors Galore 

Another AMS veteran is Micro Discount. In addition 
to huge quantities of brand new cheap software straight 
from Atari's warehouses, they also publish software and 
sell some unique hardware. Among their products are 
Print-LAB (a generic printer utility). Tricky Print (for 
printing PrintShop graphics on a 1029 printer), and Turbo 
Charger which allows very fast tape loads for modified 
tapes. Derek at Micro Discount told me they were work- 
ing on a new hardware modification for the 1050 that lets 
you copy disks in 8 seconds! They also sell the 1050 write 
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protect switch (for writing to the back of disks without 

notching) and an easy to install stereo sound upgrade. 

Next were BaPAUG and Gralin International who 
were selling their usual product line of mainly imported 
software and hardware, but also have some unique items 
of their own. They ran an impressive demo of their MIDI- 
Master hardware/software package. They also produce 
the Replay Sound Digitizer I use for all my digitizing. 
Tkey had a pile of broken computers for afew pounds 
each. Where did these come from?" I enquired. "My 
garage!" replied Colin Hunt. No trade secrets there! 

Hidden away in a corner was Page 6 magazine. Page 
6 is THE magazine in the UK for Atari 8-bit owners. 
They've been with us for 10 years and still manage to pro- 
duce a good bimonthly glossy. Along with the magazine, 
Page 6 offered their PD library and a variety of software 
and books all at low prices. 

LAC E ifMeekm Atari Computer Enthusiasts) were at 
the show again. They publish a very good newsletter 
called BOOT! and have a PD library of custom software. 
BOOT! costs Ypounds a year in the UK, but this is really 
for a membership to LACE. 

There's always a great atmosphere at AMS. Every- 
thing is very relaxed (if a little cold!), everybody knows 
everybody, total strangers have conversations in the mid- 
dle of the hall, people laugh and joke and generally ei^oy 
themselves. Lots of people just turned up with piles of 



hardware to sell- and great bargains to be had! We did 
see a drop in visitors compared to previous years, but 

we're in a bad recession here in the UK so many people 
probably couldn't afford to come. We still met plenty of 
new people on the day. The enthusiasm at the show sug- 
gests the Atari 8-bit scene in the UK is alive and well. 
New products were easy to End^ with promises of more to 
come. 

Contact information: 
Dean Garra^ty 8-Bit Support 62 Thomson Ave., Balby, 
Doncasttt', DN4 ONU ENGLAND. Internet: 

djgO@aber.ac.uk. 

Gralin International 11 Shillito Rd., Parkstone, Poole, 
Dorset, BH12 2BN England. 

LACE, 143 Richmond Rd., Leytonstone, London, Ell 4BT 
England. 

Micro Discount, 265 Chester Rd., Streetly, West Mid- 
lands, B74 3EA England, phone: 021-353-5730. 
Page 6 Publishing, P.O. Box 54, Stafford, ST16 IDR Eng. 
land, phone: 0785-213928. 

Editor's comment: The contrast between thes&^^Wo 
shows is striking. In the sluggish British economy the 8- 
bitters are still having a jolly old time, while in a rebound- 
ing Germany people are leaving the 8-bit. Those of us in 
the States would give our eye teeth to attend a show like 
AMS6, but regrettably the Stuttgart scene more closely 
approximates the American market Cgj^ 



Tips im' Teicks 



8-Bit Virus? From AC's "Moonlight Workshop" colum- 
nist Jeff McWilliams o^es a report of a crude "Trojan 
Horse" type virus from — of all places — the SpartaDOS 
IMstlities seefei^.<>f <aMrijSf^BS . The file is called 
SUHHUmC. Upcm^kAmiMding and UNARCing, tf^you 
follow the instructions in the .DOC file by typing -SUPER, 
this little nastie executes a batch file which proceeds to 
erase all the files on your boot drive that have commonly 
used extenders such as .TXT, .COM, .DOC, .EXE, .HAS, 
.OBJ, etc. This could be especially devastating to hard 
drive users. If you have this thing, GET RID OF IT! 
iici|)eiut^, ICD will have removed it by the time you read 
this. 

TMts Perfect NLQ upgrade kit by Dresselhaus has 

been reduced from $79.95 to $64.00 and is available 
directly from Epson for Epson's older MX-, JX-, FX-, and 
RX- series 9-pin dot-matrix printers. Those old Epsons 
were more ruggedly built than today's models, so Dots 
Perfect is a good way to obtain NLQ print quality at less 
than half the cost of a new printer. The basic kit consists 
<rf a plug-in 3-chip set (8Kx8 SRAM, 27266 EPROM, 
82123 TTL timer), a professional 30-page manual, war- 
ranty card and a sticker to place on the front of the prin- 
ter showing enhanced menu operation. Order directly 
from Epson Accessories at 800-873-7766, or call toll-free 
800-922-8911 for tech support or dealer info. So refresh- 
ing, to see a company that continues to support iti^ disNpon- 
tinued products! 

ESCALPAINT compatible with ComputerEyes? Yup. 
You can use EscalPaint to load in GRAPHICS 9 pictures 
such as you get with ComputerEyes. Turn off the lum- 
inance and colorize your picture, then save it as an Escal- 
Paintfile. . ^- ^ 

Another AtariWriter-80 bug: while in Edit mode 
(compogd^ft^xt), if you inafl,xfy^§t|x.^^ CONTROL 



and A at the same time (it's easy to do), the AT-80 cursor 
will fly to the left side of the screen. If you don't notice it 
right away and continue typing, your text begins afresh 
from the left side of the screen even though you may have 
been in the middle of the screen at the time of the er- 
roneous keypress. 'Hie previously typed text gets pushed 
to the right, and you end up with a scrambled line. The 
remedy is to simply DELETE back to where the bad 
kejrpress occurred, arrow over to the end of the line, and 
continue typing. 

Send us your bugs! Share your hot tips with fellow 8- 
bitters! Send to: AC Editorial Offices, 179 ^gul Rd./Rt. 
352, Frazer PA 19355 USA ATTN: TnT 




Single VenioiL • $ 39.95 

Mohilkie Vertioo $ 89.95 

Mohilioe Vertioo ft Hardware...^ $235.00 

Networking Modules $ 10.00 

Xmodem Batch UUDL Modoles^ $ 20.00 

Pro_Tcrm Tennioa) Modolcs $ 20.00 

Hardback & Rcitore H/D Util. $ 20.00 

D-K Utilities for Black Box $ 20.00 

KFI H«d Driv« loterface....... ..$149.95 



Above items are for the Atari (r) 8-Biu 
Shipping/Handling for toftwaie........ S 4.00 

K-Prodocts 
RO Box 22122 AMF 
Sail Lake City. Ut 84122 
(801)-9d7.7400 
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The Fitting Room 

Computer Tryputs: Ihe Saga Coiri|nu<M 



Meanwhile, Back at the Ranch... 

Welcome back. When last you visited I had just placed 
my order for the UltraSpeed+ OS, a replacement operat- 
ing system for the XL/XE series from Computer Software 
Services. I figured sdnoe I was placing the order anyway, I 
mi^t as well get some other items at the same time, such 
as a couple of extra SIO caUes. My attitude is that you 
can never have too many. Why do I mention the lowly 
SIO cables? Have patience. 

After a wait of less than two weeks my order arrived 
intact. I can only attribute the short delay and the un- 
damaged state of the package to the fact that Canada 
Customs must have had a trainee on the job that week; 
one who had not yet acquired the skills which make Cus- 
toms agents mudi imiled fay us ordiaMy 

When I opened the package I was met with a large 
chunk of epoxy with two rows of pins protruding out one 
side (the US+ module), as well as a small double-throw 
toggle switch and a 16-pin chip, both of which were con- 
nected to the US+ by several wires. I grabbed the manual 
and immediately moved to the installation instructions. 
The instructions and accompanying diagrams were very 
dear and simple to follow. Fortunately for me, since my 
**hacker special" 800XL resides in a PC case, I was able to 
^^kip t liO i lqii eps ^h i ldr detail how toirem^ve the mother- 
board from the case and go directly to Step 5. 1 removed 
; the existing OS chip from the board (I love socketed chips) 
' and plugged in the US+ module. One wire from the 
module connects to a chip near the cartridge port and the 
16-pin chip included with the US+ gets piggybacked to a 
16-pin chip on the motherboard. So I fired up the solder- 
ing tren and made all the necessary connections, ll^en | 
hit a minor glitch. 

The 16-pin chip has two wires attached to it which 
connect to two of the pins on the ANTIC chip. Normally, 
that would be no problem for me. However, the wires 
coming off the chip were too short and wouldn't reach all 
the way to the ANTIC. Seeing no quick and painless way 
around this, I grabbed a couple of lengths of scrap wire, 
renumd tiie existing wires from the chip, and soldered 
two longer pieces (about three inches longer) in their 
place. The rest of the i ili^l l tttif^^ ^lms a snap. I put 
everything back together, plugged tt H^ki, pow«P8d ug 
and put the US+ through its paces. ^ 

Testing... Testing... 

Since most <^ my familiarity with d-bit machines lies 
with the original 800, 1 decided to first check the module 
in XL-FIX Plus mode. The XL-FIX Plus OS is a 400/800 

OS clone; in other words, when this OS is selected your 
software thinks it's being run on an original 400 or 800. 
Two software packages I have which don't work with the 
XL/XE OS are Apple Panic (from Broderbund) and Story 
■ .^^^ ji rifY ri ^ fipirtfi Ak Ar Software). So I figured^ good 




Mike Jewison. AC Staff Col iinnioUt 



check of the compatibility of the XL-Fix Plus was to try 
these programs with it. Both of them worked great, 
^kay, I hear you saying, "Big deal. I can do the same 
thing with a translator disk, ¥^lidr download from 
just about anywhere for next to nothing." advttitage 
of this module over a translator disk is that the translator 
only works with disk-based software. Since Story 
Machine comes on a cartridge, it can't be run at all on an 
XL/XE. Unless you have a US+ module running in XL- 
FIX Plus mode. 

To test the compatibility of the module in both stan- 
difdlDL/^i&l>de^*iidiii US^ mode, I ran the module 
through a battery of tests. The tests ranged from running 
simple, standard SpartaDOS and MyDOS comma^idil^ 
running software that only operates on an XL/XE. 
Throughout all this I was never able to discern any dif- 
ference in function between the two operating systems. 

The US+ features a number of goodies beyond those 
found in the standard XL/XE operating ^tem. These in- 
clude reverse function of the OPTION key on booting (the 
' eomputer%ffiimtiRrith BASIC disabled if you don't press 
OPTION), as well as tit© ability io toggle the screen dis- 
play (some programs can speed up execution by as much 
as 30% with the screen turned of!), lock the keyboard (if 
you have to leave it unattended), and toggle the status of 
internal BASIC. There's also a configuration menu you 
can use to reconfigure your floppy drives without physical- 
tfi fiiyrWith ithr switch settingi on the back of 



On to the Next Activity! 

If you recall from last time, my main impetus for 
buying the US+ was its built-in RAMdisk handlers. I was 
planning on using that feature of the US+ to set up my 
£IMiiak «^OiB^ l and run Infiwom games from there, 
thus saving wear wM^ lear en m3rJPemn. dlrtm and speed- 
ing up disk access for the game lit Cli^^pSdeiiBB. Now that 
US+ was installed and running properly, I turned my at- 
tention to the purchase of a suitable memory upgrade for 
my XL. 

Part of my problem is that I'm not an XL/XE aficion- 
ado. I've owned 8-bit Atari computers for eleven years 
now, and for jxist slightly over nine of those years I owned 
^the original 400/^ series, i aie^talk about memory 
' upgrades for those machines but faiew nothing about the 
various upgrades for the newer XL/XE machines. Sb f liW 
what anyone with a modem would do in a situation like 
this: I starting perusing stuff* online. I sent out an SOS on 
USENET and received back a lengthy reply from Jeff 
McWilliams about the various XL memory upgrades. And 
I downloaded a bunch of files and messages from both 
C(»npurfSerpe Mid €^ie; anything which smelled like a 
memory upgracb copied^ my^Atari fer later viewing. 
This, as it turned odt, was my undoing. 
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Sidetracked! . . 

Every so I feel the need to clean out the filing 
cabinet in my computer room. Usually, that need is in- 
curred when I can't stuff anything else into the files, and 
if I do remove a folder to add something I can't squeeze it 
back into the stupid drawer. So I remove all the folders 
from the cabinet and go through them, trashing stuff 
which is no longer of use or badly out of date. (Anyone 
want to know what my electric bill was in February 1987? 
Neither The proUem with this exercise, however, is 
that it's easy to get sidetracked. Ill find some little scrap 
of paper buried at the bottom of an obscurely labelled file 
folder which will give me reason to pause, and the next 
thing I know the filing cabinet has been forgotten in a 
wave of nostalgia as I root through the room looking for 
related pieces of junk... uh... memorabilia. 

Well, I had just downloaded about 50 files, messages 
and programs, that needed to be filed. Much of the stiilf I 
got, although interesting, was of no use to me in my cur- 
rent dilemma and was summarily removed from disk. A 
couple of files were very relevant and were saved on an- 
other disk for future reference. And then I got sidetrack- 
ed. 

I came across a message I had captured from the Atari 
8-bit newsgroup on USENET giving a brief description of 
|i4l|yice called SlOiiPC. SI02PC is afjig^artiflgi hard- 
ware device/softmm utili^ that lets 3^u to use aa IBM- 
PC compatible computer as a file server for your 8-bit 
Atari. In other words, you can copy your favorite (un- 
protected) Atari software to the PC and have it act just 
like an Atari compatible disk drive. Well, here I sit with 
three 8-bit Ataris, one disk drive, and a newly purchased 
386 PC-clone. Needless to say, my search for a memory 

upgr^ for my XL wentoijjioli ; . : „ ^ 

SI02PC: Just the Facts, Please - 

One of the few real drawbacks to the 8-bit Atari is the 
dearth of cheap methods of mass storage. To add a hard 
disk interface (such as the Black Box from Computer Soft- 
ware Services), controller card and drive you could easily 
spend as much as you might on a stripped down IBM 
clone. What Nick Kennedy, the author of SI02PC, has 
done 18 taken advantage of the best of both worlds. 
SI02PC allows you to use the IBM-compatible and its 
(relatively) cheap hard drives as a mass storage device for 
the greatest computers known to mankind, the 8-bit 
Atari. (See Alan Sharkis' in-depth review of SI02PC else- 
where in this issue.) 

SI02PC is shareware; the software end of things can 
be found online in a couple of places (more on that later). 
The ARCed distribution file contains a large number of 
files including the SI02PC software (which runs on an 
IBM-compatible PC), numerous documentation files as 
well as instructions and schematics on how to assemble 
the hardware yourself. If you're not into reading 
schematics or kit assembly, you can order a pre-assembled 
SI02PC from Nick. The hardware is really a very simple 
design; if you've got any skill at all with a soldering iron 
you won't find it too difficult. 

The interface connects the SIO port on the Atari to the 
serial port on the PC. The interface readily accomodates 
the differences between the two types of ports. I won't 
spend a lot of time here detailing those differences; Nick 
includes technical (but easy to understand) descriptij^g^ of 
how the hardware works within the documentation. 

Simply stated, the interface translates TTL logic sig- 
nals generated by the Atari SIO ports into RS232 signals 



that are understood by the PC. To that end, the heart of 
the SI02PC's circuit board is the Harris ICL232 IC, which 
translates TTL to RS232 and vice-versa. All the com- 
ponents for the inter£Eu» (except the ICL232d aie available 
at Radio Shack. The Harris chip is availaUe from most 
large electronics parts suppliers. I managed to scrounge a 
spare one from one of our electronics technicians at work 
(I'll have to tell you about where I work sometime). The 
one other part not readily available in your local neighbor- 
hood is an Atari SIO cable. You will, of course, need the 
SIO cable to hook up the SI02PC to your Atari. And 
wouldn't you know, as luck would have it, I had just or- 
dered that spare SIO cable from CSS along with my US-i-! 

It took me about a week to put the hardware togetfa^. 
(Actually, it took me a week of lunch hours in the elec- 
tronics shop at work.) Once I had the board completed, I 
soldered in the Atari and RS232 cables, assembled the 
whole works in a small plastic case, and nervously 
plugged it into the SIO port of my 130XE. Imagine the 
shock and surprise of discovering that I had not: (a) in- 
serted the cli^pi49iackwards into the sockets, (b) forgotten 
a critical jumper, and (c) created an impossible-to-deleet 
solder bridge somewhere. In other words, it worked per- 
fectly the first time I plugged it in. That may not seem 
like much of an accomplishment to you, but it sure was to 
me! 

Playtime! 

Now that I had a working SI02PC, it was time to put 
it to use. It seemed the most obvious choice for testing a 
gadget like this was a software package that makes heavy 
use of disk drives: like, an Infocom game!. Generating the 
Atari disk images on the PC is trivial- assuming your 
Atari and PC are in close proximity. Mine aren't. So, I 
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done a marvelous job rf creating a very elegant piece ct 
workmanship. If you own an IBM-clone in addition to 
your Atari and are looking for ways to increase the 

storage capabilities of your 8-bit, then believe me you will 
want this thing. And for a shareware fee of $10 if you 
build the kit yourself, you can't beat it. 

You can get SI02PC on most of the major online 
services, including GEnie (file number 5281 in Library 2), 
CompuServe (in Library 3; find the files using BRO 
S2PG*^^), and the Internet (from the atari. ar- 
chive. umich.edu anonymous ftp site in directory 
/atari/8bit/Sio2pc). If you have no online connection, you 
can contact Nick Kennedy at: 300 South Vancouver 
Street, Russellville,AR 72801 USA (501-967-3843). ' 

Next time: I look for a suitable memory upgrade. Gee, 
I said that last time, didn't I? 

Products Mentioned: 

iUltiiSiwd-^Qfrr 1^'- . 

Computer Software Services 
PO Box 17660 

Rochester, New York 14617 USA 
429-5639 Price: $59.95 
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About the author: Mike Jewison is an astronomer by 
training and a computer hacker by accident If you have 
any comments or suggestions regarding upgrades or other 
packages he mistake to try on for size (on his computer, 
U^ie), hecan bermehedem€tSmmm*JEWiam), the 
Internet (mjewison@nereidsal.ist3.ca) , and GomjmServe 
(7011 7yll30), If you have no on-line access, you can al- 
ways try snail-mail: Mike Jewison, The Fitting Room, 
Atari Classics, 382 Vanden Berdi Blvd., Newmarket, On- 




hauled my 130XE, Percom drive, and an old TV up to the 
second floor of our house where the PC resides and set 
them up side-by-side. I then took my newly constructed 
SI02P(5 and plugged it into both computers. 

Jiist to dispel any misconceptions, the Atari doesn't 
write directly to the PC's hard disk. Rather, the PC soft- 
ware takes a chunk of memory from the PC and sets that 
up as an Atari drive. As an example, let's suppose you 
wanted to copy a single-sided single-densiiy disk over to 
the PC. The software then reserves 88K of memory on the 
PC and creates in that memory an image of a SS/SD Atari 
disk. When you use your favorite Atari DOS to format 
that disk, it formats the image in the PC's memory rather 
than the PC hard drive. Once you've copied all your files 
(or a boot disk) to an SI02PC image, you must remember 
^wecve that image before you ttirn off the PC: since the 
fanage di^J^Ht^Neid ili^mory, you'll lose it when you 
turnoflPthePC. • > 

When initially setting up the disk image on the PC, 
you have the option of choosing from single, enhanced, or 
double density in the standard configurations (single or 
double sided), or else define a customized disk image (up 
to 65535 sectors) to suit your tastes. I only wanted to 
copy the two sides of my Enchanter disk, so I created two 
disk images (each 720 single density sectors long), and 
called them Disk 2 and Disk 3. I then booted a sector 
copier from the Percom, which was still defined as Disk 1. 
Once I had copied both sides of the floppy to the SI02PC 
images I turned off the Percom, renamed the SI02PC 
image of side 1 as Disk 1 and the image of side 2 as Disk 
and rebooted the computor«>A|)fi9 the Infocom shell pro- 
gram had l^n^d and I was prompted to flip the disk, I 
simply exchanged Disk 1 and Disk 2 with the software (in 
essence turning the image of side 2 into Disk 1) and hit 
RETURN on my Atari. I played the game for several 
hours (without solving it) before declaring the experiment 
a success. 

The staccato sound you get through the TV speaker as 
a disk is read is impressive. I used the RPM.COM routine 
on the SpartaDOS-X cartridge^wneasure the effective 
w^md^et Am SIOaPCUMdii^soaies out to s ommhmm 
aroimd 810 RPM, almost t lwi rtwwir &ygler 
cal floppy! 

I'm very impressed with SI02PC. Nick Kennedy has 



DEAN GARRAGHTY - ATARI 8-BIT SUPPptgj,. 

• Public Domain. 155 DS disks available from only i! 1.25 a disk! 

• iiews-Disk. The on-disk newsletter. Just ^^ 00 far i 1 iBtnit fllihtdrij^lirHlt Iwiiff? 1-9 
svftilable as back is^^et.^ f^QOj^ seti --r^ r-,, ^ ^ 

• Commercial Software Publishing. Including Digi-Studio - a music creation system 
for digitized sounds. This is also available from our U.S. supplier! We also sell all 
Power Per Post products in the UK! 

• Software Sjttanga. GH.I|4^^iiw|r awii^id^ wmp them 
for PD from our library! the software collected ^hcotti^ thkacibmBrli iold off 
cheaply! 

• Hardware. Re-conditioaed hardware sometioies available. Hardware is also bought 
(working or not). \ ^ 



All prices quoted are for the U.K. only. For foreign orders, a subscription to the Newt- 
Disk costs XI 0. The 1-9 pack also costs XIO. The full PD catalogue with UK and foreign 
prices is available on our on-disk catalogue, which costs £\ in the UK, and i^2.50 elsewhere. 
Payment should be made in UK funds by British cheque/PO or by IMO for foreign orders, 
or by cash in pounds sterling, or USS. Translate as i'l=S2 to take care of the exchange 
fee if paying in USS. Please use registered mail if sending cash. 

Dlfl-9Mio is available in the US from: Land^f^Ktuati, 844 Kern Street, Richmond, CA 
MMS. PferW fad im4JSQifl-Sta^ inqiuries, coataict us at the address below. Digi- 
Studio prodw i Jifiiliiilni »ad ofder fonw avdlsUi fron us^ or frcmi tke US supi^r. 
Send SASE for detaib. 

All other products mentioned available from: 

t ^I^Mni 6«ti^^t|^^7bom80arA¥e, Balby, DoacHte, DN4 ONU, ENGLAND. 




The Garret 



Disk Magazines 



Electric Media? 

Back when I was a beardless undergraduate, one 
of my essay assignments was "The Novel in the 
Electric Agie." Yes^^lectric. That was before Tong" 
had fiiftde ftn appMfMice, and the purpose of the 
essay was to investigate whether or not movies and 
TV would replace books. In hindsight, the question 
seems rather naive; it recalls the gaudy covers of 
magazines like Popular Mechanics back in the 
1950s. But the topic can easily be updated: all we 
have to do is use "electronic" instead of "electric," 
and suddenly the question is immediately relevant. 
This is because the personal compnteg ha# bad a 

But only for writers, not readers. Paper is still 
superior to the computer screen for reading text. 
You can sit down anywhere to read a book or a 
newspaper. And, in most instances, the printed 
page is a whole lot easier on your eyes than a 
screenful of text. This w/7/ change, but it'll take 
awhile. The incredible shrinking computer is a nec- 
essary step in that direction. The evolution will 
only be complete when chip-driven text readers be- 
come as portable- and as easy on the eyes- as books. 
And as cheap. 

Sound far-fetched? Maybe not. I can visualize 
^ediealed fMdm^Miehines the size of, say, a Port- 
folio, and bofsl^ stores being replaced by disk stores, 
which hawk the latest Judith Krantz (ugh!) on a 
CD-ROM disk. If any of this comes to pass, you can 
expect to see a major revolution in the form of the 
novel itself: genuimliitaira^^ 



A Mini-Renaissance 

A btmve {orermmit to this diitont future was a 

disk magazine called The New Aladdin (see Analog 
#57). A general- interest magazine, it served STs 
and 8-bits alike. Since then, disk magazines have 
become popular with computer clubs. Not only are 
they a logical way to communicate with members, 
but they're also cheaper to produce than paper- 
based newslet^ig^ wd.ilje ja^fir^c);?^^^^^^ 



n. 



IPli^rquality has improved steadily over the 

years, and today there seems to be more Atari 8-bit 
disk magazines than ever before. They've also 
moved beyond the province of simple club-b£ised 
newsletters. One in particular dese rv es mention: 
Mega Magazine from Holland. Its name is em- 
blazoned in vibrant, colorful graphics at the top of 



Ed Hall, AC staff Columnist 

the screen. The text is displayed in a window which 
takes up most of the rest of the screen, using a cus^ 
tom font that's legible, attractive, and easy on the 
eyes. Once a text file is loaded, you can scroll 
smoothly from start to finish using your joystick. 
Best of all, the menu remains in memory along with 
the text file, so there's no tedious disk access every 
time you're finished reading an article; a simple 
click of the joystick button calls up the menu in- 
stantly. Finally, all the text files are archived; the 
text-reader automatically "unpacks" them after 
they're loaded. 

Now that I've (hopefully) whetted your interest 
in the subject of magazines on magnetic media, let's 
take a closer look at the crop of current offering. 

Excel 

This monthly disk magazine began in 1991 and 
is rapidly approaching its second birthday. It's the 
product of a talented Scots programmer, Robert 
Stuart. It features reviews and PD software, with 
the occasional original program, and collections of 
computer art. As far as North Americans go, ExceVs 
weakest point is the PD software it offers. Though 
fresh for the U.K., most prpgrams have been well 
circulated over here. 

strongest points are: a) Software reviews- 
Stuart is a good writer, and the reviews provide we- 
ful information about European software, b) 
Graphics-Stuart is a graphics nut. Every issue he 
designs a new title screen using a wonderful pro- 
gram called Graphics Art Dept. The screens are 
simple but well-done. Frequently Stuart includes 
collections of pictures from a variety of sources. 
Some have been ported over from other iHM¥^nes 
(the Amiga or the Commodore 64); others are his 
own compositions. In general the artwork is very 
good, c) Original programs-Occasionally Stuart in- 
cludes original programs, sometimes written by 
himself, sometimes by others. Usually these are of 
a hi^ standard. 

If you'd like to sample Excel, you simply must try 
the premier issue. It's jam-packed with great stuff, 
including two brilliant programs by Stuart himself, 
"Amnesia" and "Color font". "Amnesia" is a "Con- 
centration"-type game with intricate, pulsating 
mechanisms and great music. "Colorfont" is a su- 
perb multi-color character generator. Issue #1 also 
has a good demo, a nice collection of pictures, and 
two PD games. If "Colorfont" sounds interesting, 



then you should also investigate issue #12, which 
has two additional modules: a map editor and a 
screen editor. 

Back is«ie8 1-17 cost 3 pounds each, or 5 issues 
for 10 pounds, or all 17 for 30 pounds. More recent 
issues are 4 pounds each. Contact (and make 
money orders payable to): Robert Stuart, 21 Stron- 
t say Way, Browriaiictej Irving Strathdyde, KAll 
IHZ, ScotlaixL 

Futura 

Another diskmag from Scotlcmd! It began mid- 
way through 1992 and the first two issues were 

pretty good. The articles are the usual stuff: a 
course in BASIC, a visit to a computer show, and 
general info all reasonably well-written in a chatty, 
personal style. The software is mostly high-quality 
games. Few, if any, have been seen on this side of 
the Atlantic, and some are former commercial 
releases now in the public domain. There are also 
demos, including the deli^tfui "HaiiFlo Meet Cows" 
on the premier issue. 

Futura costs 1.95 pounds if you order directly 
from its producer (though there may be an addition- 
al cost for overaeas orders). Write to (and make 
money orders payable to) S.J. M^fta^y, 71 Wslkw 
Road, Torry, Aberdeen, ABl 3DL, Scotland. Alter- 
natively, issues 1 and 2 can be obtained from the PD 
holdings of Page 6 Publishing in England for less 
hassle (they accept VISA or MasterCard), but at a 
higher price (2.50 pounds each). Their address is: 
Page 6 Publishing, P.O. Box 54, Stafford, ST16 IDR, 
England. rs . . 

Grim Reaper 

Another new production, but not quite as spec- 
tacular Jis Excel or Futura, Issues 1 and;^ dated 
March and April 1992, both boast original progranikfl 
by the editor. Issue #2 (in enhanced density) fea- 
tures two menus: one comes up when the disk is 
booted with BASIC, the other comeai up without 
BASIC. The second issue also featii^Bs 38 new 
"BoulderDash" screens. Grim Reaper is in the 
public domain. Write to 17 Litton Banl^ Gamesley, 
Gtossop, SK13|p;.^glan4^^ ^ 

Zong 

Zongis an interesting success story. It began life 
asawonthly disk, but after awhile was transformed 
into a foH^flec^ed printed magazme. KnowledgesMo 
readers won't be surprised to learn that Zong comes 
from the prolific KE-Soft. I don't know when Zong 
begian, or when its status changed, but I ha:^jbefore 
iM a flyer^ia Germra^wbich mhoms the cMurtteBt 
available Jgiw2^ (actually Zdng-¥ disk) as Sept./89 for 
8 Deutschmarks. It seems that in 1992 the price in- 
creased to 5 DM each for magazine and disk. 

So^ata^fitj^ s^peakingt JSM^^'^^^^^^^g^zine 
angrmore. It'»«A4ft^rman, ofcomi^lMilth^idMe 
has programs which can be enjoyed by any user. I 
^ispect some of K£-Soft's commercial releases were 



first introduced to the world in ForfeiHidf^ 

formation contact: KE-Soft, Frankenstrasse 24, 
6457 Maintal, Germany. KE-Soft reportedly offers a 
free 84-pagB prodmA analog. 

User Mag 

This is probably a club-produced magazine from 
Mii&i^, Gemmmy^ Th0aoDthly4iAk» t^qpicaUy fea- 
ture articles on one side and programs on the other. 

All the articles are in German, and the programs 
are generally excellent. A few issues I've seen are: 

7/90-Includes a playable demo of an unusual 
commercial game calted ^iUribbM^ BaU% 1^00^- 
eludes three demos, one of which, "Studio Dream", is 
very good. The demo features sampled speech and 
music, along with a well-done variation of the 
Amiga bouncing ball. 12/91 - Includes a handy meau 
program which loads and rnrm i^mpikd Tofb#- 
BASIC programs, a well-done game by Paul Lay 
called "Pogotron" (formerly a commercial release), 
aad other goodies. 

UserMagiB PD and available from MM^SyUflSA 
Branch, 333 Peninsula Drive, Lake Almanor, CA, 
USA, 96137. A fee of $2.00 per disk is charged for 
postage and handling, plus an additional $2.00 per 
4xiim^ S^t^timmv, MAPDA atands for Mkuuch Atari 
PD Association. 

Mega Magazine 

This one is editec^by FrairiMirttm m&^iammB 

High-Tech Team, which means you can expect some 
pretty fancy programming. I've already mentioned 
the text reader, but ibsia'a mure. (jUmt music is a 
hallmark o^uropean progrsmmfaig^ liiid each warn 
of Mega Magazine features a different composition 
on the text side. This is great, but it may cause a 
problem for NprfchJVmerican users: the music some- 
liniM wtittteW with tbe menu operation. For- 
tunately them's a e^i^^le suhi^Mi. Wke^^toelteig^ 
side 1, wait until the disk has started to load, then 
press START and keep it held down until the menu 
is displayed. This turns the nmuao^^o you can 
then read all of the articles without any problem. If 
you want to listen to the music, press START again. 
If you want to read more articles, you'll have to 
reboot. . 

In the first issue, the entire second side is iakm 
up with new "BoulderDash" screens. The second 
issue contains several demos and utilities. One of 
the demos is a non-playable version of a Polish game 
ce^od "Valdgim% whiob fiaatures top-notch graphks 
and one of the most haunting tunes I've ever heard 
on my computer. 

Mega Magazine is not PD, and it's copy-pro- 
tected. It costs 3 pounds per issue, or 10 pounds for 
the first foiir tames. TUs ineludea postage and han- 
dling. Order from A.N.G. Software, Ridder- 
kerksestraat 60, 3114 RK Schiedam, Holland. Note: 
the text is in English, with the occasional bit of 
language. 
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DGW Magazine 

I've only seen the first side of the introductory 
issue. There isn't a lot of text, but most of it is in 
English. There's also an kiteresting variety of pro- 
grams: a text adventure, a simple stock market sim- 
ulation, something called "Omega Basic", and a nice 
piece of music. The best program, however, is 
called "Yamaha SX-7", which suggests it's a soft- 
ware emulation of a Yamaha keyboard* It allows 
you to program a rhythm, which then plays auto- 
matically while you tootle away at the keyboard. 
The only drawback is that the programjg^ menus are 
Bot in En^ish, but with some patience you'll be able 
to figure out how everything works. Side 2 ap- 
parently includes a game called Baal (based on the 
16-bit game of the same name), and several demos. 

The introductory issue is free, but subsequent 
issues will have to be purdmsed. The cost is 7.50 
Dutch guilders, plus an additional 6.00 guilders for 
orders from outside Holland. (Sounds like a lot, but 
of course the actual cost will depend on the current 
exchange rate.) Write to Richard Vermeulen, Prin- 
cessenpad 3, 5502 TV Veldhoven, The Netherlands. 

0 

little Poetry Disks2- 

This km't meant M be an exhaustive survey of 

disk magazines; I'm sure there are others out there. 
But hey, here's always room for more. Why not try 
creating one yourself? If you're interested in writ- 
wi^r^amflAdM i^MriMxpenfl^ve method self* 
publishing. In fact, it has always seemed to me that 
diskmags are the computer world's counterpart of 
little poetx;^4nafiPJunes. Both tend to be prgdj^i:^ by 



decUcaledMiliuaiMli^^MKl bolhJbrailto be rather 
ephemeral. 

Keep in mind that self-publishing has an 
honorable history in the world of letters. There are 
many important writers and poets who, unabla^to 
find a publisher for their work, paid out of their^^Mrn 
pocket to have their writings printed. Computer 
owners can do the same at a fraction of the cost, if 
they choose disk instead of paper. 

You needn't be a progamming wizard, either. 
There are many available programs that do a good 
job of displaying text files. The documentation 
readers on many of the disks from the old ANTIC 
Catalog are a good example. Another is "Code- 
smith's Newsletter Reader", a PD program which 
facilitates the construction of a diskmag. Among its 
features are the use of pictures and different fonts. 

If producing your own newsletter, or dis^ag, or 
little poetry disk, seems daunting, you could still 
consider making a submission to an existing one. 
Most of those noted above welcome programs and 
articles J^f^pnx users. Get into diskmsigs and you'll 
soon discover that the 8abit^fiq0ia is still rich 
with possibilities... 

[Editor's Note: Tim Duarte, editor of the 2600 
Coime^tiin^ recently announced a new disk-based 
gaming magazine called ''Classic S-Bit Atari^y-m- 
tended as an entertainment resource containing all 
8-bit games but no reviews or columns. For a 
sample dish: send $5 to: James Catalano, Classic 8- 
Bit Atari, Artacyis Publications, 639 W. Grace Suite 
me, Chicago II 60613 USA -BP] 



AC Software Disk Index: February 1993 

Well, here it is! Our first Software Disk with all the listed programs from the Premiere Issue (Dec. '92) plus all the 
ptogmagi^k^^ as wdl as a Urn extra goodies. Here's a list of the prngrais<»tfia<yak; 



Side A 

XEP80.BAS . XEP-80 printer driver by Jeff McWilliams (DEC 92) 
TVPLOTBdRAS - by Ed Hall (DEC 92) 
KEYC0DE3.COM - by Bob Hardy (FEB 93) 
KEYC0DE3.LIS - Printable source code for KEYC0DE3. This program is written in MAC/65 (FEB 93) 
DISPCOPY.LST - The listable BASIC program accompanying Tcm Andrews "Speedy Text Buffer 

Display" artid#<FSB d8> 
DISPCOPY.TUR - A tokenized TurboBASIC version of Tom's program (FEB 93). 
REFRMAT2.CTB - A compiled TurboBASIC version of Tom Andrews' REFORMAT 2.01 complete with 

RUNTIME.COM file. This is a text file reformatter with documentation included on disk (FEB 93). 
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Side B ' ' '-^ . - '.ri-- ■*'?5ll:^- ■ ^ ^-la.^"^ .-iSFtrr^x^^ 

MULTI-MOUSE DRIVER - by Simon Trew of the LACE group in England. This is a utility for adding 
various input device handlers to a program including Joystick, Touch Tablet, Trak-Ball and Mouse 
(ST or AMIGA). Full documentation on disk. 

REFRMAT2.DOC - documentation for Tom Andres' REFORMAT program 



I'd like to thank all the authors for their contributions, along with Craig and Ralph at ZTM Software, for the screen 
loader modification. We encourage all programmers to send in their latest projects and share them with the rest of the 
8-Bit comiminity. We look fonrard to heariair&^Mbfou an^^b^youeoiitiiiae tos^ftp^ of OUiUAtaci 

CSaasics. .. . - -^^ 
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Revile by Alan Sbarkis^ AG^taff Reviewer 



Leaving the 8- Bit? 

I bought a PC-clone about three years ago. You 
might wonder why a dedicated Atari 8-bit user 
would do a thing like that. Well, I was about to do 
considerable writing for my employer, which posed a 
few problems. I had to cut the fatigue factor of writ- 
ing in a horizontally-scrolling 40-column window, on 
a 130XE keyboard that I considered mushy (my old 
800 had spoiled me forever). What's more, the out- 
put of that writing had to go on disks that could be 
read by a "mainstream" computer, pref^aW^^j;^^^ 
or an MS-DOS machine. 

Om a^tttkm was to scrounge up a Happy drive, 
a Transkey, an MS-DOS-style keyboard and an 
XEP-80 and keep my fingers crossed that 
AtariWriter-80 would be released soon and that it 
would satisfy my needs. Such a shopping/wish list 
was quite a tall order at that time, so an IBM clone 
won out as my first choice due to its ready availabil- 
ity. I bought it, set it up, and went to work. Event- 
ually I came to prefer the clone over the Atari for 
writing and for many of my BBS calls. Beyond that, 
the Atari still took care of most of my computing 
needs, as it still does. ' ^ 



Rescued By SI02PC 

^ Then along came SI02PC, the shareware brain- 
child of Nick Kennedy. Nick is an engineer who 
from the beginning was enchanted with the idea of 
using the SIO for communicating between Ataris. 
He developed that interest in a couple of directions. 
One lead to projects that enabled him to use ham 
radio to communicate with his Atari. The other 
evolved into the SI02PC, a device that translated 
SIO signals into standard RS-232 signals and soft- 
ware that could convert a PC into a file-server for 
the Atari 8-bit. I felt that this device could help me 
with a space problem I was having with my Atari 
disks, and that it could cut down on wear and tear 
on my two disk drives. I ordered it fully assembled 
from Mr. Kennedy. I wasn't disappointed! 

I reviewed SI02PC for my two user group news- 
letters shortly after I first used it. After a year's ex- 
perience, the opportunity arose to review SI02PC 
for AC. To do an honest review, I began by contact- 
ing Nick Keiffif^ again and asking him |g: any 
revisions that were made during the last year. My 
plan was to simply dig out my old review, change a 
line here and there, and win fame and fortune as a 
hard-w(»rking Reviewer. Well, Nick's response was 



fast— and somewhat of a mixed bag. The bad news: 
I had to completely rewrite the review because the 
changes were significant. The good news: an excel- 
lent product, already working well for me, had been 
dramatically improved! 

Introducing The Brainchild 

Let me give you a rundown on the earlier version 
(ver. 2.12), and then I'll bring you up to date. 
SI02PC is both hardware and software. The hard- 
ware converts the TTL signals present on the Atari 
8-bit SIO bus to RS-232C signals recognized by the 
PC. Although Nick Kennedy built the hardware for 
the SI02PC (and still does), he's really swamped 
and prefers you to read the files (now released as 
shareware) and do your own construction. My hard- 
ware-hacker friends tell me it isn't a difficult project 
(see Mike Jewison's comments in "The Fitting 
Room " elsewhere in this issue). You end up with a 
small box containing the circuit board. An Atari 
SIO cable comes out one end of the box— for inser- 
tion into your daisychain — and another cable comes 
out the other end bearing the RS-232 plug (DB9 or 
DB25) for the PC side. 

Nick provides a wealth of technical information 
in his files beyond just the construction plans. Folks 
interested in the tekkie stuff can learn how the con- 
version is done and modify it if they wish. Parts are 
available from sources that Nick Kennedy enumer- 
ates in his shareware documentation. A proposed 
revision for the hardware, also described in the files, 
anticipates a minor problem involving the ICD P:R: 
Connection that I was having and solves it in a most 
elegant way. More about that later. 

The software consists of programs that run on 
both the PC and the Atari. Most of it is written by 
Mr. Kennedy, who gives due credit to the programs 
and routines he used from other sources. What he 
wrote for the PC was done in assembly language, ex- 
cept for one program in C. Nick wrote all the Atari 
programs in 6502 assembly language, and it's this 
software that has undergone dramatic changes in 
the past year. 

Using It 

My original SI02PC allowed me to set up a num- 
ber of Atari-style RAMdisks in the PC's memory. 
>^ey cmild \m mmbeied^fiMii BIi to D4: in sizes of 
64K, 90K, 143K or 184K, in eithw sil^te« dottble 
density. Filesr— or even complete disks— copied to 
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these RAMdisks could then be saved on the PC's 
floppy or hard drives as Atari RAMdisk image files. 
What's more, with the SI02PC running and one of 
those RAMdisks containing a bootable disk image, 
you could turn on the Atari and it would boot from 
RAMdisk 1! RAMdisks could be switched in the 
PC's memory, allowing even greater flexibility. 
They could also be "uninstalled" to make room for 
more RAMdisk images once the ones you had in 
memory were no longer needed or had been saved. 
The SI02PC's "print-through" mode allowed the 
Atari to print to the PC's screen, printer, or a disk 
file. It even included a routine to change ATASCII 
EOL characters (decimal 155) to ASCII LF (10) and 
CR (13), insert additional carriage returns, and even 
strip the eighth bit from each byte so text would 
print properly. (You could, of course, not translate if 
you wanted to print graphics.) There were all kinds 
of setup options enabling you to choose the PC's 
sericd port at bootup, and to test and correct timing 
incompatibilities between the PC and the Atari (not 
TCcessary in my system). " 

There was even a file that disconnected the 
SI02PC from the system until the actual SI02PC 
software was run so that the Atari and the PC could 
both be powered up and work independently of each 
other with the interface connected. Another file con- 
verted PC files into Atari RAMdisk image files. A 
sample Atari RAMdisk image file contained the pro- 
grams that ran on the Atari, their documentation, 
and a few extras. • -^^^^ 

On the Atari end, there was a file to operate the 
PC remotely from the Atari. I didn't use that one 
until recently, when I separated tiie^o machines 
physically (they're now on opposite sides of the 
room). There was also a file to convert Atari text 
files into PC files and transmit them to the PC. 

I found the package extremely useful. The PC's 
user interfece was no-frills, but it did have a clearly- 
written menu and a status line so I could tell what 
was going on as files were being transferred. I soon 
found I could save as many as eight or nine Atari 
RAMdisk images on one high density MS-DOS flop- 
py. My space problem was solved; now it was up to 
me to get those disks changed to RAMdisk images 
€uid put them on floppies. 

I even set up a couple RAMdisk images on my 
PC's hard drive. One contained Atari DOS 2.5, con- 
figured for four drives and the standard D8: RAM- 
disk for my stock 130XE, together with Bob Puffs 
'SuperArc", **SuperUnarc", "Discomm", and some 
other useful utilities. Another, used with my 
Sparta-X cartridge, had a batch file that would auto- 
matically set up the RAMdisk and transfer the 
"renuile*' progmm to^iie RAMdisk. It also held 
those nice utilities that my DOS 2.5 RAMdisk image 
file contained. I wrote batch files for the PC to start 
SI02PC with the proper COM port and automati- 
cally load either of those RAMdisk images into 
RAMblisk 1. At tlmt p(rtn%4^ boot tii# 
that RAMdisk, and as necessary switch that RAM- 
disk to another number so I could use the Atari's 




physical drives (an XF-551 for Dl: and a 1050 for 
D2:) without interference. Loads and saves to the 
RAMdisks were more rapid than to the physical 
drives. SIO tones and the status line on the PC's 
menu screen gave me confidence that an Atari disk 
operation was taking place. 

The REVISIONS! 

What about those revisions? WHAT ABOUT 
THOSE REVISIONS!!! In the latest version of 
SI02PC (version 3.07), Nick Kennedy read my mind 
and those of the lucky buyers of this outstanding 
product. First of all, he solved the hardware prob- 
^ lem I mentioned earlier. It seemed the SI02PC, 
connected into the SIO daisychain with the PC 
turned off, made it impossible for my ICD P:R: Con- 
nection to get enough power to print from the Atari. 
It would have been easy to just pull the SIO plug, 
but I feared an SIO socket might wear out if I did 
that often enough. I added a switch in the +5V line 
' to do the same thing. Nick Kennedy, being an engin- 
eer (I'm not), came up with a plan to add some cir- 
cuit components to do the same thing automatically. 
I might ask a firiend to make the modification on the 
interface Nick Kennedy built for me, or I might try 
my hand at building a complete new unit for com- 
parison. Either way, the change won't be made 
before yomrettd this, but I have it on good authority 
that his modification should work better than mine. 

But the software changes are spectacular. The 
PC screen now has a very colorful menu, with addi- 
tional status reports included, plus several new op* 
tions. You now have the additional option of trans- 
lating ATASCII tabs into ASCII tabs in the print- 
through mode. In fact, the entire print-through 
routine was re-worked to eliminate problems ex**' 
perienced by some users. For example, printing 
through to a disk file with the old software had the 
potential hazard of running out of disk space in the 
process. Now, a warning is put on the screen if disk 
space is too small for your file, and the process is 
aborted. MyDos and SpartaDos are more ftiUy sup- 
ported than with older versions, and the documenta- 
tion includes additional material on how to make 
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MyDOS work more effectively with SI02PC. 

The choices of RAMdisk size and configuration 
are wider, and the program now allows images of 
"double-sided" Atari disksr-if your PC has the mem- 
ory to support them. The RAMdisks themselves CMl 
now be numbered anywhere from Dl: to D8:. That 
helps me considerably, as I can load my "bootup" 
RAMdisk image into RAMdisk 1, number the others 
3, 4, and 5, and then exchange 1 and 6 and switch 
on my physical drives, if necessary. 

But Wait, There's More! 

The most exciting improvement * 
of "file access" disks. These disks run to 16 mega- 
bytes in size and can be stored on the PC's hard 
drive, a floppy, or in memory— if you have that 
much. You don't need to save them as RAMdisk im- 
ages any more, they're just PC files that run like 
Atari files on the Atari. 

A few other chw^pftiinvolve using "00" to format 
RAMdisk images, coinplete clearing of memory 
when a RAMdisk is uninstalled, and adding high* 
speed (SpartaDos) transfers. One drawback is that 
the new system renders incompatible some RAM- 
disk images created with the old software. But, 
Nick Kennedy gives us a way to fix that by adding a 
simple command switch to the instruction to load 
the old image. You then have to write the new 
image back to its source media. Colorful prompts 
tell you how to add that command switch and 
remind you to write the new image back to disk. 
(You can also do this with a sector editor, and Nick 
f t(Edto you how, but why bother?) 

SI02PC Vs. The Competition 

There are, to be sure, other developers who have 
tackled the Atari-PC connection in other ways. Bob 
Puff, for example, in his Floppy Board add-on to the 
Black Box, has MS-DOS formatting, reading, and 
writing routines. Bob told me his software can also 
do CR/LF translations on the fly. Some older, and 
some relatively new software exists for the PC that 
allow it to read Atari 8-bit software in various for- 
mats and side configurations. Owners of the Happy 
modifications have had this luxury for a while. 
Using BobTerm on the Atari and any terminal pro- 
gram on the PC lets me do null-modem transfers 
with CR/LF translation, if necessary, for text files. 
Tl^ie lire also programs that run on both the PC 
imcNtf^^Mui that can handle those CR/LF trans- 
lations for existing files. The "search-and-replace" 
function of any word processor can be similarly 
employed. None of these methods, however, can 
emulate Atari disk drives on a EjC^ which SI02PC 
does quite well. I've heard there are products beirig 
developed in Europe that will allow an ST to do it 
better and faster than the PC can with SI02PC, but 
timftwiUteU. 

I think SI02PC is the ideal^iri|r |© ^©and your 
Atari system if you also have a FC or clone. Not 
that you should necessarily run right out and by a 



PC or (^ne, but if you do have one, then run right 
out and do get Mr. Kennedy's SI02PC files. 
SI02PC is shareware; it's on many locahBBSes and 
should be on some of the information services, too. 
Be sure to get s^ww© 3-01 or later. Or, 

you can write to: 

N. R. Kennedy 

300 South Vancouver St. 

Ri]ssellville,AR 72801 

Fve found Nick very helpful and eager taswire 

the Atari 8-bit community. 

[Editor's Note: the basic sliareware fee for this 
superb package is only $10. Niels: Kennedy also of 
fers an SI02PC parts kit, complete with the latest 
software and docs, for $35 including the shareware 
fee. See Mike Jewison's column "The Fitting Room" 
fi^ details on where to download SI02PC. Copies of 
SI02PC furnished by Niek Kennedy are in IBM for- 
mat and require an IBM-compatible to run. ---SPI 
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Computer Festival! 

16lh Annual...Thc Legend Continues 

• With a cast of thousands: 
Satuiday March 20, 1993 • Drexel University • Main Building 
• 32nd & Chestnut • Philadelphia Pa. 

Apple - Atari - €«iiiiiiiofl€ire - IB.>I - ^lAC - 
Tandy - ^lidi - .Sproatlslieois - Desktop 
Pul>Hsliiii$« - Data Bases - Kduoatioii - 
Proji^raiiiiiiiii^ Laii);$ua;$es - Graphics - 

and >lore! 
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Recommended 



Recommended All audiences 



The Computer Festival is FREE and open 
to Uie general public, all are welcome. 



Shows Hourly: 
9:00AM - 4:00PM 



For furUier intorniation call (215) 951-1 255. 
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Exploring The Wild FONTier 

5 r David RichardscMi 

^ AC Staff Columnist 

Reprinted by kind permission of 
the Lawrence AtarvCemputer Xl^ 
of Lawrence, Kansas 

This column is not the result 
of the desk top publishing of 
Unicorn Publications. It was 
printed entirely by ^ program 
called Daisy Dot III, a print 
proce&^r. The printer used 
was a Star NX-1000, and the 
DOS was SpartaDos 3.2d- A 
camera-ready copy was sent 
to the publishers and they 
then inserted it directly into 
the magazine- DD3 is a 
shareware program. See the 
information at the end of this 
article if you are interested 
in acquiring UD3. 



In my last article, I mentioned Daisy Dot Ill's 
ability to let you design your own fonts using the Font 
Editor. Let's see if I can get you started on doing this 
yourself. The easiest way is to take an already existing 
font and use it as a starting point. Once the Editor is 
loaded up, simply load in one of the fonts you already 
have. Maybe you should choose one you don't liKe. 
Whatever it is you don't liKe about that font, you could 
change it to your liking. Perhaps you uiant to make a 
character look smoother or easier to read. Maybe one of 
the letters of a font looks funny to you. A good example 
would be the "W% "g% "p" or "q" of the PLAIN.NLQ 
font: 

AAA KJJKJJKJJ ggg ppp qqq 

Maybe you think the sides of the "ft" aren't 
straight enough. The same could be said for the "W*. 
Maybe you think that the letters "g", "p" and "q" need to 
have the vertical straight line a little closer to the 
round part. Maybe you want the whole font larger, or 
maybe smaller. Any of these are good ways to get 
started, at least until you get the hang of it. 



The Birth of a Font 

If you choose to start from scratch instead, you 
elNM'^ the easiest letters first. These would be the 
iSft^ *©*. H#i%"is a way to make t ver^ simple 
font from scratch: to make the just draw a perfect 
circle using the circle-drawing command of the E<fttdf. 
For the "I", simply make it a vertical line. Once these 
are done, use them to create other letters. The Editor 
has a "Transcribe" command. This means you go to a 
letter you haven't done yet or you wish to change, say, 
"C". Vou then "transcribe", or copy, the already created 
«Q« to where the "C" is supposed to be. You now have 
f#o characters that look like an "0", but the one you are 
on now is simply an "0" that will be transformed a 
"C". You then erase the part of the "0" that you do«*t 
want and you have a "C". You could then transcribe the 
"C" to the "6" and add a horizontal line and you have 
the "G". Transcribe the "0" to the "Q" and add a small 
liM ia thi lower right-hand corner and you have the "Q". 
Transcribe the "I" to the "T" and add a horizontal line 
across the top. Transcribe the "I" to the "H", widen the 
box and scroll the "I" to the side and draw another "I", 
and then draw a horizontal line between them, and you 
have an "H". -mm 

It doesn't take long to do these. In just a^f^m 
short minutes you have the letters I, 0, C, 6, Q, T and H. 
This is 7 out of 26 upper case letters, which is better 
than one-fourth of all the upper case letters. Another 
easy letter is the "E". From here you can transcribe 
further: 0 to D, E to F, E to B, E to L, H to M (erase 
the horizontal and add the "V" shape), H to N (erase the 
horizontal line and add a diagonal), B to P, and P to R. 
You now have B, C, D, E, F, G, H, I, L, M, M, 0, P, Q, R 
and T. That's 16 out of 26 without a lot of MNi work. 
You could transcribe the "M" to the "W" and then flip it 
upside down. The "U" could be an "0", but with a 
smaller circle, then you just erase the top half and add 
vertical lines. From the "U" you could then aif||4|ie "J" 
simply by erasing part of the left vertical. 

The "X* is easy to make. Use the "Draw Line" 
command of the Editor. Cycle through the "mirror" 
option until it is on "Vertical". Put the cursor at the 
upper left and hit the joystick button. Mow move the 
cursor to the lower right and hit the button again. The 
entire "X" will be drawn. From the "X" you could make 
the "k", although you would probably have to modify it a 
bit. The "V" is easy too. Keep the mirror at "Vertical" 
and in the "Draw Line" mode. Place the cursor at the 
upper left and hit the button. Now place the cursor at 
the bottom edge but only half-way across and hit the 
button. The entire "V" will be drawn. Flip the 
vertically and add a horizontal line and you have tin 
"A". This leaves the S, Y and Z. The Z is easy also. 
Draw a horizontal line across the top and bottom, and 
then the diagonal. The Y could be made from the M. 
Scroll the "V" half-way up the screen. The excess part 
of the "V" will "wrap-around" and come up from the 
bottom. Erase these and add a vertical and you have the 
"V*. A simple "S" could be made from 2 circles stacked 
on top of one another, erasing the excess. That covers 
all 26 upper-case letters. ^ 

Recycling Letters 

These would be very crude representations, and 



fancier letters mould require a little more effort. The 
point I'm trying to make here is that you don't 
necessarily have to literally draw every character. A 
lot of time aiii^^^tf*tio»-e«n be avoided if you can use 
a letter you*v€ already done. If you mill sit douin and 
think these things out, you eoirt# iiie Yetl-aHlaflng mort^ 
enjoyable and less time-consuming. This is especially 
true if you use the Editor's built-in drauiing aids. 

What applies to upper case letters also applies to 
louier case. Make the "n" first; from that you should be 
able to make the "m", "h", and "r". Us€ the "o" to make 
the "e", "c", and "p". Flip the "p** horizontally and you 
have the '*q". Flip the ^'p" and "q" vertically and you 
have the «b* aN Nodify the "q** to make tlie 
This same lifia% thinking can^^li^^iHM tli^^ the 

As far as the numbers and punctuation characters 
gO/ you can use already-made letters to make them also. 
Just use your imagination. One thing to remember is that 
if you're creating a font that will have both upper and 
loufer case, don't use the entire height of the Edit 
mMm fmi^-^er casti Vou must leave room for the 
iM»»mdmf i>f the lower case letters. Ui^hen designing 

the mora ^ff$n mm ^ mm mm mmM§^9st to^mw 

harder characters first. If you can't fit an entire "Uf*^ 
in the uiindoui, then either try another design or use tuio 
characters to make the "W". This means you must give 
up one of the other characters. Since a "K" is often a 
hard character to get to look right, I often try to do it 
first. This way I don't get a whole font done only to 
fift^ aiil that I can't make a "K". Also, you might try 
M»i ^ hmm^Mm^^kMi^s Ht^iimi^ you can't get 
tem to loel^^^ght, yaaHight think of eliminating Urn 
lower case altogether. The hardest characters to design 
are S, W, K, M, and most of the lower case letters. Also 
the S, @ and % are hard to do. I won't think twice 
about leaving these characters out altogether. This is 
espyicially ^trjiWS, uuth Jthfi motm j|J#orate f ontst* c^^^^v. . 

Don't Re-inveat the^¥i^w^ ^ ^ 

" ' Look at the PLAIN.NLQ font and see how many 
letters are almost exactly like other letters, except 
they are oriented differently: 

ABCDEFGHI.iKUnNOPQRSTUyUJX^ 

Notice how the "b" and "d" are mirror images of 
each other and so are the "p" and "q". The "6" and "9" 
are ttai -^lame^ character, but one is flipped both 
harizontalUi aiMI vertically. The "3" was made from the 
"8", which was made from the "B". The "u" is simply an 
upside down and flipped "n". This is how you save time 
and effort. 

Vau'll find that sometimes the printed ehpractar 
looks better than the ant en th# screen and vice versa. 
There were many times when I thought a character looked 
poor on the screen, but it would print out very nice. 
There were also many times when it looked perfect on 
the screen and ^e printed character left something to 
be desired. ^ 



Troubleshooting 

In the process of creating a font, you'll either try 
to save the font or go to another character in the font. 
When you do, the Editor checks the bit arrangement of 
, the current character to see if it would result in the 
program trying to send the illegal values of 13 or 155 to 
the printer. If such an arrangement is found in the 
character, the Editor will ask you to edit a specific 
column (0 through 31) on either the top or bottom half. 
This means you must actually change the way your 
character looks. It might only he one pixel, but that one 
pixel may be the one you really need to make that 
character look right. You may find the only way to get 
the Editor to accept it is to change a pixel you don't 
want to change. There should be more than one way to 
satisfy the program into accepting the character. Keep 
trying different ones until you find one you're happy with 
and the computer will accept. 

I had this problem in designing a font called 
COOKfhMLQ: I wasn't happy with any of the 
arrangementf tliat were acceptable to the program. Tim 
I had an idea. I put the character back the way I 
wanted, and tried it again and of course, it wouldn't 
accept it. Then I tried one more thing. I scrolled the 
whole character down one pixel, and it was accepted! 
This simple change altered the bit arrangement. I then 
went through the whole font and lowered each character 
one pixel so they would all match. If you encounter this 
problem, you might try this solution. Of course, this 
could change a previously legal bit arrangement ^tf 
another column into an illegal bit arrangement. 

There's a font I designed called LAODERS.NLQ which 
comes with DD3. I couldn't for the life of me get the 
"#" symbol to be accepted as a legal character. Since I 
had already designed some other fonts that Roy hadn't 
seen yet, I sent them to him along with LADDERS without 
the character. I told him about my problem. He got 
one to work iMt sent it back. The oiur he came up with 
IMIl^t^ I l^at^tfMI. Since IMIMIIS was one^l 
my first fonts, I probably hadn't tried to scroll ttfi 
character either up or down. Sometimes when you work 
on something a lot you might overlook the obvious. So, if 
you can't solve it, let someone else try. Their fresh 
point of view may be just what it takes to solve the 
problem. You can sometimes accomplish the same thing if 
you put down what yae^re doing and get away from it for 
a while. Ulhen you aiM Imk, you might sea somtlhiiig 
you hadn't s^mb^mf^ * ^ 

As always, I'd love to see any fonts you create. 
If you have questions or problems I could help you with 
write to me in care of this magazine or to me directly 
at: 

David l^ichardson 
P.O. Box 746 
Lawrence, KS 66044 

(913)843-5213 

To get D03^ send $25 to: 

Roy Oolilmaii 
2440 South Jasmine 
Denver, CO 80222 



Key code Getter 



by Bob Hardy, AC Staff Reviewer 



Programmer's Minefield . ^ 

Those of us who eiyoy our "power without the pnce , 
our "computers for people", or in other words, our 8-bit 
wonders, are occasionally forced to admit that Atari Cor- 
poration did a few nasty things to us before they final y 
m tiK th# boot in 1992. Those of us who were heavily 
into serious programming occupi«i the ji^es when^ 
came to discovering the minefields At«»lMd for UfcuWje 
infamous Atari BASIC bugs daj^ed many early casual- 
ties. There are bugs in Atari BASIC (Revisions A and B) 
that could lock up your system hopelessly, cauang you to 
lose anything you had in memory at the time. 

[Editor's Note: Unless you've upgraded your machine 
to BASIC REV C, your 400/800 ^L'^ndsome XE 
machines probably have one f(f tlum BASICs, 
which continue to wreak havoc on the tuiwa^ even today. 
To find out which version you have, do a PRINJ ■f'^^^ 
(43234). The number returned Radicates which version 
your machine has: 162 = REV A; 96 = REVB; 234 » -REV 
C. REV C is available from major distributors such aa 
American Techna-Vi^a^B&g CompjiterVisions. etc. r 

BLPJ 

The Assembler/Editor cartridge (Rev. A) and its 
manual were another example. The cartridge got severely 
confused whenever you tried to trace or step through a bi- 
nary program and encountered a "CPY #" command 
Atari once sent me an errata sheet for the manual: 11 

pages long! j -i. » 

I discovered yet another problem area, and it came 
from a most unexpected source: the venerable Operating 
System Manual! This often overlooked, almost 

secret document contaiafckj^»<»£4Meful information espe- 
cially for the advanced programmer. Page 185. m Appen- 
dix F, shows a table of keyboard codes for char- 
acters. This information doesn't appear in any other pub- 
lication I know of. Not "De Re Atari", nor "Your Atari 
Computer", nor "Mapping The Atari", nor any other of my 
/^ j -^lP And guess what, campers? It's wrong. 

Keycode Follies , . \ , , 

In short, there 75 no authoritative plM* to look up 
keycodes. I'm not talking about ATASCII oodM, or the m- 
twnal codes used when you poke a character (hrectly mto 
screen RAM (per Tom Andrews' "Speedy Text Buffer Dis- 
ptoy" elsewhere in this issue). I'm talking about the codes 
Sat appear in location 764 when a key is pressed. If you 
PRINT PEEK(764) when no key has been pressed, you get 
255, and you can POKE 764,255 to clear the keypress 
register. This is fairly well documented, but what about 
when a key Aa^been pressed? According to *e2pe"t»|}g 
System User's Manual, a lower-case "a" keystroke should 
nroduce $3F (63), and it does, as does an upper-case A . 
bS? to that same publication, SHIFT-A should 
yield the aam« value... and it doesn't. It also says that 
CrairA yidds $8F; it abo doesn't. 



I could put together a list of all po^ble values and Ae 
keystrokes they represent, but such lists are born to get 
S i to be swallowed up in a black hole somewhere just 
when you're in the heat of a machine-language program- 
SJgbinge. Instead, I created Keycode Getter It n^ns « 
:Syibit Atari with at least 32K or *e ^OOjJP 

the 130XE. The Wnaiy file is called KEYCODl!,<J.OUM. 

RunningKEYCODE3.COM 

How it works is very simple. Just do a binary load of 
the KEYC0DE3.COM file from DOS with no cartrid^ 
Soaeot, and press START after reading a little mtroduc- 
S^T^andAenpreesak^. Keycode Gutter .nil ^ve 
you the ATASCn character (even "unpnntables Jike TAB 
knd RETURN), the decimal and hex number for that char- 
acter in ATASCII, the decimal and hex number for that 
character in internal code (screen axle), and the deamal 
wid hex number for the raw keyboard code, such as can be 
.«ead from location 764. ^. , 

- Kwrcode Getter works with combination keystrokes 
too o7at least, with the combinations that actually pro- 
SriSaracter. This excludes SHIFT-CONTROL^, but 
includes inverse CTRL-comma. for example. The main 
purpose of this program is not fbrsuch oj^^"^;^- 
ever It is to make the common, ordinary codes acoessiWe, 
the ones that you might very easily w«it ^ usem 
programming. You may want to see the codes fsr lower- 
case or inv^se characters anyway. oAuaw 

If so, you must press the Inverse key or the CAFb key 
for each letter, as the program resets the K: device key- 
board) for all capitals, non-inverse, after each completed 
character. Just for your reference, some that won 4 
return an3rthing are: 

SHIFT-CTRL-A 

SHIFT-CTRL-B 

SHIFT-CTRL-C 

SHIFT-CTRL-J 

SfflFT-CTRL-K 

- SHIFT-CTRL-L 
SHIFT-CTRL-V 
SHIFT-CTRL-X 
SHIFT-CTRL-Z 
SHIFT-CTRL-; 
SHIFT-CTRL-+ 
SHIFT-CTRL-* 

€n«L-i 



CTRL-0 ^ 

BREAK • ' 

SHIFT, CTRL, CAPS or the Inverse 4|l»n) key 

with 118 Siif? key 

Take k To The BankI 

There's no Ambt .boot th« •eeoracy of the numbers 
the program gives you, sine. aU but the keyboard codes 




can be checked in a number of other places, and the key- 
board codes themselves are taken directly from the OS 
register known as CHI. It's beyond the scope of this ar- 
ticle to fully explain the significance of CHI here, but Ian 
Chadwick discusses it in "Mapping The Atari". Let's just 
say CHI contains the keyboard code of the last key ac- 
cepted as input by tli» K: dsivice. 

So when yM^w^t 5raiar program -^ Mcept keyboard 
input, like for a menu selection, and you don't want to use 
an error-trapped "get a key" lOCB routine— just leave the 
K* device open, and look at location 764 for any particular 
keycode you might want. Or maybe you'd like to redefine 
keys somehow without having to mess with the character 
tables (especially since they aren't all in the same places 
between the 400/800 operating system and the XL/XE 
operating systems); again, just leave Om K: device open 
and look at location 764. (Don't forget to promptly replace 
it with a 255, if you want it all to end there!) 

iSjj'i.ti*.--^ ■ 

Sourcecode Goodies 

Fm making the source code available for those inter- 



ested in machine language programming. I wrote it with 
MAC/65, but with only a little conversion it can be used 
with SynAssembler or the Assembler/Editor. There are a 
few points of interest: the decimal and hex routines could 
be adapted for almost any kind of number display print- 
out, and there are three separate screen-print routines^ 
Mch one using a different method! 

Feel free to pass Keyoode Getter aroimd. (have ftiM- 
ing that matt peoi^ write eo l lf yam ttm m«m iprfio got 
unusually frustrated when they couldn't find software 
written the way they wanted it, and I'm no exception. I'm 
anxious to see^the software you'll write using Keycode 
(jetter, too! 

[Editor's Note: In addition to the binary file 
KEYCODE3.COM, the sourcecode listings in in both list- 
able and MAC/65 (files KEYCODE3.LIS and 
KEYCODE3.M65) form are incktded mm M)^ W^ i99S 
software disk. We also will post these files to major 
telecom network libraries (GEnie and CompuServe) where 
they should be available for downloading by the time you 
70ive tbjs,ip^gazinej 




WhAT Users* Clubs Can Do To Survive — ^AMd Even Crow! 



by AlEX PiqNATO, AC CoMTRibuTiMq AuThoR 

PRESldENT^ Ol HACkERS ATARI USERS CROUp 



Attracting Members 

As President and one of the three original 1985 founders of the 01' Hackers Atari Users Group, Inc., I'd like to pass 
on some of the things we did to not only sxirvive but grow. Those of us abeady in usergroups know the value of belong- 
ing to a group, but how can we get others to join us? How can we add ismmm imn knowMge (and fun) as well as impart 
some of our ideas and knowledge to others? Here are a few of the things we fotmd that work. 

Get a list of 8-bit users. How? From want ads, word of mouth, BBS's, (ask for names and addresses in private e- 
mail, telling them your club will send them a free newsletter as an inducement for them to give you their full names 
and address) and from any other source you can scratch up. Then carefully prepare a letter addresed to "Prospective 8- 
Bit member", explaining that you're enclosing a sample copy of your newsletter and extolling the benefits they'll derive 
from joining yotir club. Above all, be honest if yoxx want them to renew and remain as members after they've joined 
you. Tell them how many PD library disks are available to members at bargain rpitfs. (We're currently o&BnngGye 
double sided, single density library disks to non-local members for a total of $8.00, prepaid.) 



A Nurturing EnvirortfTfent 

Tell them your members are available to answer questions or help with problems. At our meetings, all correspon- 
dence is read out loud, and are included as part of club minutes which are put into our disk newsletter which goes out 
to all our members worldwide. I can't tell you how many times members have voluntarily responded to the problems of 
other members, mbst often solving the problem. Your dub must service its members if it is to survive. Give members a 
reason to want to join and remain a member. 

Meetings must be interesting. Members who attend must feel deeply involved and willing to give of themselves, in 
return because they themselves are getting a lot from being members. Those members who weren't present, and who 
read the minutes from your club newsletter, must feel as though they were there. Our club secretary brings a little re- 
corder to meeetings, and uses that at home to help him recall what went on when writing the minutes. This frees him 
at meetings to be a participant, and to do demos or whatever else. I read all correspondence and the answers that were 
mailed out, so everyone knows whafs going on. ; ait^ - - 

Roll Up Your Sleeves! ^ ^ ^ 

Your club must "Reach Out And Touch Someone" who is a lonely lost 8-bitter, who feels he or she is the last of our 
breed. I can't tell you how many times we've heard that expressed. Now that we once again have a magazine devoted 
exclvisiv^y to us 8-bitt«r%9PS osed to get behind it and subscribe. In other words, put your mone^jiii^eg^m mouth 
iff arid fltnp mmphiining any rtm^ [I couldn't have said it better myself. -Editor] 

A final word to all those who are already members of usergroups: please get involved! Like any good investment, 
youll get more out than you put in. Don't expect "George" to do it because there may not be many "Georges" around. 
For most of us in the Atari 8-bit world, if we don't do things for ourselves there isn't anyone else out there to do it for 
us. Worldwide we are now a very small community; the demise of any one club diminishes the ranks of 8-bitters the 
world over. _ 



^^^^^ 
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Speedy TexT BuffeR DispUy 



i>y ThoMAS J. AwdREWS, CoNTRibuTiNq AuikoR 



A while ago I was writing a program that read 
text files byte by byte, manipulated the text, and 
output into a new file. To be of much use, the pro- 
gram had to handle files oC«iy le^^ Long files 
would take a long time to process, even using •em- 
piled Turbo-BASIC and a RAMdisk. My biggest 
problem wfi» how to keep the user informed the pro- 
gram was progressing ptop&tky without extending 
processing time to do it. 

' The obvious solution was to put some sort of con- 
tinually updated progress message on the screen. A 
counter is what came to mind first. Because I was 
handling the files in a single byte fashion, a byte 
counter was the easiest to use. Essentially, all I hai^ 
to do was to add the following line every time I did a 

GET from the disk file: 

BYrB8i«¥iBS#i:POSITION X,Y:? BYTES 



contents as they cbaiig^p^t^^bi^ 
all. 



Counter Adds Time 

Simple, ri^t? Yes indeed— and time cQ B g^ i ^ini pfc 
That one little line added nearly 20% to my process- 
ing time! Here's why: first, both Atari BASIC an* 
TurbOrBASIC can only do floating point arithmetic. 
hammAmg a ample counter like this takes sever- 
ii^M^ine c^^^W'"^ for tbMest, these two state- 
ments invoke the Editor handlef and the CI©^ 
routines, involving several more cycles each. "-^"^ 

There's a better way— but it takes a bit more 
programming savvy. The ANTIC chip interrupts 
the CPU every l/60th of a second to redraw the 
screen display. It does this through the use of the 
Display List, which is just a series of instructions 
telling which screen mode to use for each line and 
where in RAM to find the ii rfpWMifcii» tft ImAm' 
played. The ANTIC chip is oblivious to the contents 
of this screen memory and just displays whatever 
himpiMM tiT be in the RAM where it is directed. If 
the ocwtents of thi* awawry are changed* ilm tok 
play changes automatically. ^ 

A new Display List is created every time you 
enter a new GRAPHICS mode. But you aren't 
locked into using this Display List as it is; it can be 
customized quite easily if you pay attention to what 
you're doing. One of the easiest things to do is 
changp the location of the screen memory. Let's say 
you have a fairly active text buffer in your program: 
one that you fill, empty, and refill regularly. If you.s, 
were to redirect the ANTIC chip to display the ©M- 
tents of this buffer by changing the screen memory 
addxeas in the Display List, you would display those 



DISPCOPY: A Turbo-BASIC Demo 

It'snotquite that simple, of course. There are 

several things you have to set up and a few you haw 
to watch out for. My demonstration program, DIS- 
PCOPY, shows how you can do it. This program 
does perform a useful function: it o^ies the coirieirts 
of one file into another. This isn't the fastest way to 
do thinm, but it's a good way to demo my display 
technique. It's written in Turbo-BASIC because 
there are some handy commands in that language 
that make it much easier to write this progrma. 

By the way, if you don't have Turbo-BASIC, get 
it It's three times faster and completely compatible 
with Atari BASIC, and in the XL/XE m^ines has 
about 3900 more bytes of available memory. There s 
also a version available for the 400/800 models. It 
caa-be found at most PD software suppliers, and 
imy be downloaded for free from most BBSes that 
support the Atari 8-bit. 



Memory Maps 

When a character is displayed on the screen, the 
screen hamdler draws it according to a map stored m 
memory. There are 128 of these maps, collective^ 
called the character set. Characters with values of 
over 127 use the same maps^ just reversing the 
colors. Information is sent to most l/Qh^ykmm 
ATASCII code. For example, an "A" is equal to & 
value of 65. Unfortunately, the character maps are 
NOT stored in ATASCII order, but in a different one 
called Screen Code. There, an "A" is given a value of 

33. 

When you PRINT a character to the screen, the 
ATASCII value is converted to screen code and 
placed in the appropriate spot in screen memory. 
My method bypasses the conversion and runs the 
data directly through the screen memory block. If I 
' want the display to show the correct ATASCII char- 
acters, I must create a new dmmW^M^^S^' 
CII order. 

Reserving RAM ^r^j,^^ 
The first step isto T«erve a "safe" area of RAM 
for the new set, a place where BASHC^on't alter it. 
This I do by lowering the contents of location 106, 

This is the upper limit of available 
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memory. Til need 1024 bytes of space^ or 4 pages. 
AlsOy a character set must begin on an even- 
numbered page boundary. 

400/800 machines present a problem that 
XL/XE's don't have. In that operating system, a 
Clear Screen or GRAPHICS command will not only 
deer the 8Mnft^i»raiory, whk^ UBiMdty Msides just 
below the top of memory, but will also clear out 800 
bytes of memory above the screen memory. Thus, in 
those machines, the first 800 bytes above MEMTOP 
are not safe. 40NO/800 owners will want to use POKE 
106,NTOP-4 in line 130 of the program to reserve 
enough extra space to compensate. 

The next step is to load the custom character set. 
I'll be using the internal set, so all I have to do is 
copy it from the OS ROM, reordering it as I do so. I 
use Turbo-BASIC's MOVE command, which works 
at machine language speed, much faster than an 
Atari BASIC FOR-NEXT loop. Ana? .GRAPHICS 0 , 
character set €oukl be used, as limg M^i^toaded ki - 
ATASCII order. 

Memory location 756 contains the page number 
of the start of the current character set, and points 
to the ROM set at boot-up. All you need to do to use 
another set — once it's loaded — is POKE the page 
number of the start of that set. Remember, this 
must be an event number to function properly. 

String Buffers ^ ^ ' 

Now it's time to DIMension the string buffers I'll 
be using. There are only three buffers used in 
DISPCPPY: the source file name, the destination 
file nas^, and the display .>^be file name buffers 
can be put anywhere and are DIMensioned right 
away. The display buffer, however, has some 
restrictions that require cautious handling. 

First, because of the structure of ^e^ANTIC 
chip, the screen memory cann(^'efi0B8W4K bound- 
ary without a special Display List instruction. A 
GRAPHICS 0 screen uses 960 bytes. If I were to 
just DIM the buffer, it would be placed directly after 
FOUT$, the destination file name buffer. This could 
cross a 4K boundary, and in fact does just that. So, 
what I do is make the computer check to see if it 
would cross a boundary if it is put there. This is 
done by adding the size of FOUT$ to ADR(FOUT$) 
to get the potential address of the display buffer. If 
the display buffer would cross a 4K boundary, all I 
have to do is DIM a dummy string that's long 
enough to put the display buffer over that boundary. 

XL's with RAMBO memory expansions are an- 
other consideration. These machines access their 
expanded memories by switching different 16K 
banks into the ar ea fro m locations 16384 through 

to fall within this area, and you were to use your 
RAMdisk while this display was in effect, you would 
get momentary flashes on the screen as the different 
bante are accooood. This doesn't affect the opera- 
tion of the program but can be very annoying; it's 
best to avoid this area of memory for display pur- 



poses if possible. My demonstration program checks 
thM^ and compensates if necessary using the 
^Hone melftod^diiBcribed preHously. 

Unfortunately, if your own program is structured 
so the display buffer just barely crosses into the 
■RAMBO area, you waste 16K with this check. If 

^yoa xtaB ^kiekiba^miq^ and stait getting ERROR 2*8 
(Insufficient Memory), try DIMensioning other 
strings and arrays before your display buffer. You'll 
still need the checks, and you'll need the last vari- 
able that im OiMsMd to be a string so you can use 

^^ the ADR function to ddtomiiie' the prospective ad- 
dress of the display buffer. You can DIM a dummy 
string only one byte long for this purpose. 

li'a quite possible to write a program that just 
happensBtti Mcnokihese pitfalls, in whieh eaiie you 
might consider leaving out the checks. Don't! The 
string buffers are always placed at the end of the 

.program area. As you expand and develop the pro- 

.^^ram, these buffewjpFiU change location and could 
eventually violai#0iie^f t h d liw t r i ctiO fB^^ Wheniiiat 
happens, you'll spend agonizing hours trying to find 
out what happened to the part of your program that 
was working fine bef(»a. 

After checking thaoo timgtout and DI&taisaon- 
ing the dummy string (if needed), the display buffer 
is DIMensioned. Then, the program gets the devices 
and file names for the operation. DISPCOPY won't 
copy to or from the S: or £: devices but^ean me^me^ 
other device. For example, you could copy a file 
directly from a disk to a printer. Because there's no 
provision for disk swapping, you won't be allowed to 

,|ise the same device#^ filename for both source 
and destination. You may utf^lhe^fiame device if 
different filenames are used. 

DoimTo VVorli H ^ 

Onc^ the Mm have been opened, it's time to 

switch to the working display. Location 559 is 
POKEd with a 0 to turn off the display. As the vari- 

iims puasiefeMframchjemged,^ gar- 
b^l^ will 'flash mm^hm scremr, wi# tihis POMS will 
hide it from view. Location 756 is POKEd with 
NTOP, to switch to the reordered character set. 
The Display List is next. Locations 560 and 561 

^dmtMi4lia adGbwH of the first by^ of ^tteSiBplay 
List. The fifth and sixth bytes of the standard 
GRAPHICS 0 Display List contain the address of 
the beginning of screen memory. After storing the 
original address so it can be restOMii IaIot, tte ad- 
dress of the working display buffer is DPOKEd into 
its place in the list. Finally, the screen is turned 

back on with a POKE &S9,34 

Now the program can go on pretty much aa it 
normally would. In DISPCOPY, I just load up the 
buffer from the source file with a BGET command 
and empty it into the destination file with the BPUT 
command. This is done repeatedly until an erroTvOe- 
mm. UWmam md-o&file^en^ i fmi out how fn&ny 
bytes were transferred on the last command, send 
them on to the destination file, and close both files. 
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There are some restrictions in effect when using 
this technique. It's mainly designed for those times 
whm the campateat is expected to spend long periods 
of time doing its own thing, with no vmm interaeMon. 
As far as everything but the Display List is^dem- 
cerned, the program is displaying the normal 
GRAPHICS 0 screen. If an untrapped-error occurs, 
the program wiU stop, but tl|e diq^wfll remain as 
is. The error message woiift l»Teported. ^ ^ ■ ^ 

You may PRINT to the screen if you like, but the 
handler will j^it theanformation into the normal 
amen memory so it won't be displayed until the 
Display List ia4ifected back there again. Also, a 
GRAPHICS command will write a new Display List, 
so it can't be used unless you want to leave the cus- 
tom display. To return to the normal display, you 
must POKE the page number for the standard char- 
acter set back into location 756 and restore the 
screen memory address to the Display List. It is 
again best to turn off the display while you do this, 
which can be accomplished in two ways. You might 
DPOKE the original address back into the Display 
List, or you could use a GRAPHICS command to 
clear the screen and write a new Display List all in 
oae operation. I use both methods in the program, 
one at the nonaal imd of the operation and the other 
in the error trap. 

Disabled BREAK 
' That's all there is t# ^imsept fyt 0m last cMaH. 

Since DISPCOPY automatically lowers MEMTOP 
every time it runs, the contents of that location 
should be restored at every possible exit of the pro- 
gram. If this weren't done, repeated runs of the pro- 
gram would eventually reduce the available memory 
to the point where you run out. This is why the 
BREAK key is disabled, so the program won't be un- 
exfiactedly interrupted. BREAK is restoredii»^ierv- 
ice just before the final exit. • ^ ^ 

My buffer display technique works just as well 
when compiled withi]^l^ Turbo-BASIC compiler as it 
does with the interpreter, so you can run DISP- 
COPY as a compiled program if you wish. You won't 
see much speed difference with this particular pro- 
gram since it already uses the faster commands of 
Turbo-BASIC for operations that would be slow with 
Atari BASIC. With other programs, though, there 
could be a big difference. 

Speed Exercises 

DISPCOPY can be used to visually demonstrate 

differences in speed of several programming tech- 
niques. Those of you with RAMdisk capability 
idioiild try copying a file first with a drive and then 
with the RAMdisk. The visual representation is 
dramatic. Another exercise is to make copies with 
the write verify function in and out of operation. 
POKE 1913,80 to turn off write verify and POKE 
1913,87 to turn it back on. (This is guaranteed-to 
work ONLY with DOS 2.0 or DOS 2.5.) You can 
also observe the difference in speed between copying 



afileonthesamedMLvestMittt^twodrivea. The 

difference is due to the amount of head shuttling 
from file to file in a one-drive operation. 

One last thing is to try substituting the following 
Uaw isrtiiOBe in^the program: 

460 FOR LN=1 TO 960:GET #l,AlDISP$(I*M,LM)-Cm#4*) « 

NEXT LN 

470 PRIHT #2;0XSP$; 

510 IF LH>1 THEH PRIHT #2;DISP$( 1,LH-1) ? 

These are the statements that would have been 
used in the copying loop if this program were writ- 
ten in Atari BASIC. You'll soon see why I chose 
Turbo-BASIC's BGET command! 

If you'd like to see the program for which I devel- 
oped this technique, you'll find it in GEnie's 8-bit RT 
Library as file #6059. It's a text reformatter (called 
iHi^CHlMAT 2.01) that can change the record size of 
almost any text file. Download it and try it out. 
The display technique I've described in this article 
can have many applications; I've used only one here. 
I leave the others for you to discover for yourself. 
Enjoy! ^ ^ ^ 

Tom Andrews is the S-bit librarian of the 
Syracuse ACE user group and an honorary member 
of the or Hacker's Atari Ua&r Group. 

[Editor's Note: The latest version of Tom's 
REFORMAT program is included on AO's Feb. 1993 
Software Disk, along with the Turbo-BASIC 
tokenized (DISPCOPY. TUR) and LISTed versions 
(DISPCOPY,LIS) of the utility described in this ar- 
,t^e. Readers interested in BASIC programming 
are strongly encouraged to obtainRon Fetzer's ex- 
cellent S-disk ""Turbo-BASIC Programmer's Kit " for 
only $7. Make your check payable to Ron Fetzer, 22 
Monaco Ave., Elmont NY 11003.] 
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10 REM DISPCOPY (FILE COPIER) 

20 REM by Thomas J. Andrews 

30 REM COPYRIGHT 1992 THOMAS ANDREWS 

40 REM Deflonsfl^iM^of iidiM^f^^^ techiiiqae 
50 REM 

90 REM DimBJI WUm KIT 

100 DPOKE (566),DPBBX(5€€)'I-12 

105 REM MAKE KOON fOR CKARACm SET 

110 OTOP»PEEK( 106 ) :NTOP=OTOP-4 

120 IF NTOP/2<>INT(NTOP/2) THEN NTOP=NTOP-l 

130 POKE 10 6, NTOPS GRAPHICS 0:R£M 400/800 USERS WILL WANT POKE 

106,NTOP-4 

140 REM REORDER CHARACTER SET INTO ATASCII ORDER 

145 CHBAS=PEEK(756) :CHS=CHBAS*256:NCHS«NTOP*256 

150 MOVE CHS,NCHS+256,512 

160 MOVE CHS+512,NCHS,256 

170 MOVE CHS+768,NCHS+768,256 

190 REM CREATE FILENAME BUFFERS 

200 DIM FIN$(20) ,FOUT$(20) 

210 REM CHECK FOR DISPLAY BUFFER PLACEMENT 

220 DMY»0:BADR=ADR(FOUT$)+20 

m I-INT((BIU)R4-9€0)/4096)-Z]lT(BADR/4096) 

240 ir X>0 TmOl My">IIIT((BADII4t60)/4096)*4096>BADR+l 

250^ tm-»Mmmi<^27^7 ASD BADR-«'9e(M-Dliy>l€l»4 THBV 4DlfY»127€a-BADR 

260 IF DMY>0 THEN DIM DMY$(DMY) 

270 REM DIMBMSXON DISPLAY BUFFER 

280 DIM DISP$(960) 

290 REM GET FILE NAMES 

300 TRAP 300:? : INPUT "DEV: FILENAME FOR SOURCE FIN$ 

310 IF FIN$(1,1)="S" OR FIN$(1, 1)="E" THEN ? "CAN'T USE IT^sGOTO 300 

320 TRAP 320:INPUT "DEV: FILENAME FOR DESTINATION" ; FOUT$ 

330 IF FOUT$(l,l)»"S" OR FOUT$( 1, 1 )="E" THEN ? "CAN'T USE IT"xQOTb 

320 

340 IF FIN$=FOUT$ THEN ? "NO DUPLICATES I" : GOTO 300 - 
350 REM OPEN FILES 

360 GRAPHICS OrPOSITION 2,7:? "PREPARE SOURCE AND DESTINATION 
DISK(S) *^ " ' 

370 ? -AND DRIVE (S), THEN PRESS START" ' P - ^ 

380 IF PEEK(53279)<>6 THEN 380 ^ 
3«S ^ISP$«'' *'lDISP$(960)«'* "sDISP$(2)»DISP$ 

390 TIKAP iOOtCLOSE xOPn #1,4,0,FIN$:OPEN #2 , 8 , 0 , FOUT$ : GOTO 420 
410 Km mZTCH TO lOitK DISPLAY 

420 mmmcB otpoa s5#,otF«B 756,inor 

430 DL-DPEEK(560) 2Sm^mnK(DL4>4)sI90nB DL4>4jADR(DIffl?$) SPOKE 559^34 
440 REM COPY FILE 
450 TRAP 500 

460 BGET #1,ADR(DISP$) ,960 
470 BPUT #2,ADR(DISP$) ,960 

480 DISP$=" ":DISP$(960)«- - :DISP$ ( 2 )«DISP$ 
490 GOTO 460 

500 IF ERR0136 THEN 610 ' ' 

510 LN=DPEEK(856):BPUT #2,ADR(DISP$),LN 
520 CLOSE 

530 REM GO BACK TO NORMAL DISPLAY 

540 POKE 559,0:DPOKE DL+4 , SMEM: POKE 756 ,CHBAS: POKE 559,34 

550 REM CHECK ABOUT ANOTHER FILE ""^ ^ ' ' ^ - t't ■ 

560 INPUT "COPY ANOTHER FILE? (Y/N)",DISP$ 

570 IF DISP$(1,1)-"Y* OR DISP$ ( 1 , 1 )="y " THEN 300 

580 REN Ii07-FINISH OP 

S90 POKZ lOCOXWlOW^HXCS OlllMltB 5€6,DPEEK(566)->l2lBin> 
$0i^ MM&tt' wamjML 

iio w^m m^f^^on fst^c ttm n wi y wD eg ospc»eb 559,34 c - - 

€20 CSMB I? "nmOR 0^tMKktf 

630 ? "PRESS START* 

640 IF PEEK( 53279)06 THEN 640 

650^l»iraiGS OtOOm 560 ... o 
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Alabama- (AL) ~ 

HAUG 3/24 (205) 722-0900 

^aiiish%owr 3/24 (€02) 459-6314 Star-LinK 3/24 (602) 464-4817 

California- (CA) ' ^ ^ 

AAUG 3/24 (714) 625-4251 ABACUS 3/24 (415) 587-8062 

jyCAOC 3/24 (714) 778-1228 AVACE 3/24 (805) 723-0093 

BAAUG 3/24 (^8) 986-0215 BitStr^^m tv ^/^^ 443^150 

Crime Bytes 3/24 (408) 287-8399 Desert Xtariati« 3/24 f«i9) 342-1641>- 

Dismal Cafe' 3/24 (510) 237-6679 Key System 3/24 (415) 352-5528 

Owl's Nest 3/96 (510) 785-1290 RAM Of Ventura 3/24 (805) 987-6985 

SCCAUG 3/24 (408) 848-6032 SDACE 3/24 (619) 558-7866 

Sierra Onlii^ 3/24 (209) 683-4463 STu' s Place- 3/24 (415) 782-4023 

West Coast Synd. 3/24 (510) 438-9387 Z*Net Golden Gate 12/144(510) 373-6792 

CANADA '"""^ 

Rat III „ 3/144 (aa&X 949-6iJ05 

Colorado- (CO) > 

FRAUG 3/24 (303) 223-1297 

Connecticut- (CT ) . 

AUGOGH 3/24 (203) 871-0696 New Haven 3/24 (203) 776-9723 

Silicon Palace 3/12 (203) 871-0696 Sinkhole Utopia 3/24 (203) 873-8518 

Star 3/24 (203) 421-4861 

Florida- (FL) 

Hacker's Zone 3/24 (813) 584-2425 Harbor Lights 3/24 (813) 726-3449 

MegaPlex 3/24 ($13) 823-1471 St. Pete PC 3/24 (813) 821-3188 

Tut's 3/24 (813) 797-8449 

(Georgia- (GA) '• 

U Want imat 3/24 (912) 471-7629 

Hawaii- (HI) 

Dragon Masters 3/24 (808) 531-4805 Town Crier 3/24 (808) 488-8838 

BAUG*^ 3/24 (208) 362-2243 RattleSnnke STat. 3/24 (208) 587-7603 

Illinois- (ID 

-Blue Moon 3/24 (708) 457-2219 EAUG 3/24 (618) 254-6077 

ICD 3/24 <»15> 968-2229 Network:Atari 3/24 (815) 962-3084 

Northwest Passage 3/24 (708) 213-9299 Pegasus (LCACE) 3/24 (708) 623-9570 

Python (LCACE) 3/96 (708) 680-5105 SCAT 3/24 (708) 231-7227 



Indianai-(ISf>' 

ACORN 

Data Central 
MOUSS 



3/144 (219) 744-1396 BIAST - 
3/24 (317) 543-2007 IndyServe 
3/24 (219) 674-5947 ST Archive 



3/24 (812) 332-0573 
3/24 (317) 849-4007 
3/24 (317) 353-9326 



lowa^^IA) — 

Maligned ST 



3/96 (515) 253-9530 



Kentucky- (KY) — 
Atari Scene! 
Kentmky -^line 

TrivAtari 



Louisiana- (LA) 
STarship 



3/24 (502) 456-4292 JCPD Cop Shop 
3/24 ISOiy 895-15§0 LFFL Freeboard 

3/24 (502) 245-0386 Twilight Zone 



3/24 (502) 933-3481 
3/24 (SQ2) 584-4162 

3/24 (502) 897-1589 



3/24 (318) 535-9684 



Massachusetts- (MA) 

Argus Exchange 3/24 (617) 

BCS 9600 (617) 

Microsystems saftv ^/24 ^50 8 ) 
Question Marlc^SSAG 3/24 (617) 
WMAUG 3/24 (413) 



674-2345 
396-4607 
875-8009 
328-9230 
786-3870 



BCS 12/24 (617) 

Cookie Shop 3/24 (508) 

Outer City Limits 3/24 (617) 

'jm^ aall 3/24 (617) 

XE-BBS 3/24 (413) 



391-6745 
226-8028 
665-0977 
567-8642 

589-1382 



Michigan- (MI) — 
Atari Forest 
Carnival- 
Clear Thinking 
EXTE 

I.e. . 
Nine Planes 
STing 

Minnesota- (MN) - 
MAST.,^. 

Missouri- (MO) — 
Outer Zone 



3/24 

a/24 

3/144 
3/24 
3/24 
3/24. 
3/24 



(aia) 

(313) 

(313) 
(616) 
(313) 

(3ia^ 



235- 

971- 
245- 
978- 
233- 
532 



•0158 

-6035 
-8259 
-1685 

•5736 



Club II 
FACTS 

Molin' s Den 

RIP : 

Treasure :Che8T 



3/24 
3/24 

3/24 
3/24 
3/24 



(517) 
(517) 

(313) 
(313) 
(313) 



24/144^(616) 
3/24 (313) 



707 
394 

334 
736 
451 
235 
973 



-5061 
68S2 

-8877 
-3920 
-0524 
•2313 
'9137 



3/24 (612) 472-6582.. SPi^CJB^. . 
3/24 (314) 291-2488 



3/24 (612) 488-5973 



Montana- (MT) 

Flying Dutchman 

Bud Lite . 
Wildlife 

New Jersey- (NJ) 
H^es High 

Hologram 
Z*NET 

New Mexico- (NM) 
Asylum 



3^9.6 (406) .452-5025 Rattlesnake ACE 3/24 (406) 777-3992 



3/144 (702) 870-4750 
3/144 (702) 645-7579 



3/144 (908) 290-1133 

3/24 (908) 727-1914 
3/24 (908) 968-8148 



3/96 (505) 897-4080 



Ground ZerO 



3/24 (702) 435-7919 



mi 



Ankh-Morpork 

JACS 



12/24 (201) 402-1956 
3/24 (609) 346-1224 



New York- 
BACK 
CDACE 

Computer World 
CSS Support 
Moose. 
Soccer Base 



3/24 (516i j)3^7-^1^5 

3/24 (518) 237-1232^ 

3/24 (716) 247-8355 

3/24 (716) 247-7157 

3/24 (716) 381-5139 

3/24 (518) 475-1446 



,fti©k»taiim ^ 3/24 

i&mga^mBtoTim Manor 3/24 

Corner Pub 3/24 

Enterprise 3/24 

New Nest . 3/24 



(315) 458^0118 

(718) 351-4304 
(607) 692-2498 
(5X6) 234-4943 



North Dakota- (ND) ' 

Above Board 3/144 (701) 727-4842 Biochip 



3/24 (701) 723-6345 



Ohio- (OH) 

Basement Underwrld 3/24 (216) 381-7859 

I 3/24 (614) 870-0085 
3/24 (216) 582-1904 



Cool Wave 



Closer To Hoscte 
Magie Kincfdom 
Pirate Busters 



3/96 (419) 368-4413 
3/24 (513) 574-5660 
3/24 (216) 545^4817 



Pennsylvania- (PA) — 

ACUTE 

NATUG 

SAAUG 

Warp 10 



3/24 (215) 261'-0€2O 

3/24 (215) 677-1370 

3/24 (717) 655-6483 

3/24 (612) 778-9034 



Excalibur 

PACE 
SAGE 
Westex 



South Dakota- (SD) — 

Sonny's Garage 12/96 (605) 232-3170 



Tennessee- (TN) 

Doghouse-8 
MASH-COM 



3/24 (901) a73-3244 KAUG 
3/24 (901) 377-1904 



3/24 (215) 488-9194 

3/24 (412) 481^5002 

3/24 (814) 833-4073 

3/24 (215) 776-7495 



3/24 (615) 691-0113 



Virginia- (VA) " 

Corporate Network 12/24 (703) 548-4349 Dreaming Cxty 
Gallifrey 3/24 (703) 641^9.769 GRASP 

STATUS 3/24 (804) 495?^3905 



12/144 (703) 354-6368 
3/24 (804) 744-8022 



Washington- (WA) 

Callahan's Place 3/144 (206) 569-Z911 SWAG 



Wisconsin- (WI) ^w^ttz-x 

3/24 (414) 461-1730 MilAtari (MAUG) 



3/24 (206) 574-1146 

3/2^. (414) 476-9229 

Please forward 



We woiild appreciate your comneot^.^and updates on this listing. Please fo] 
tLm to the oiilifte service addressee listed at the top of thxs Ixst, send 
E-Mail to LwRENCE ESTEP on The Atari Scenef BBS at (502) 456-429^-, or call our 
24 hour voice laailbox at (812) 948-6278 and leave your update .a^fo- 



XTXRI CIASSICS^»te«azine i» not responsible for errors or oi^^ssions m this 
listing, we'll ^ak« .ymxy e^f*^ te make needed changes ^^^^ 
timely manner, provided that we- ar«-not4fi«i- of'the update that iweds to be 
laade via the methods mentioned above. 
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Dream Street 



[We removed two items from the previous list: XF-551 dustcovers and a replacement for ICD's 
cartridge; those items w»«Diw mailable.] _ . - 

New protocols for BobTerm: KERMIT, ZMODEM, and ANIS. ^-- v^ 

A 24-pin Epson driver for Dai^ Dot III with correct aspect ratio. 

A serial (SIO) buffer for slow prints like the 1027 and 1025. 

A PAL programmer. . — - _r»A xTr^A\ 

An adapter to convert composite video to TTL video (MDA, CGA or VOiA). 

A really gpod VT- 100 emulator for BobTerm . 

An 8-bit iw«on<f the^T program Aladdin for GEnie users. 

A high quality eleotronic adwrnatic drawing program with a 24-pin driver. 

A patch program to make AtariWriter-80 completely oompatibte^h SpartaiXto. 

A utility for converting Print Shop fonts to Print Power format.^ ^ 

An RS-232 -handler for Diamond GOS. , [ ' 

A »eSL^ifigtmM»e the «O0XL ^etkapB utilizing 44256 DRAMs). 
A drawing utility for Print Powwr. 

Got an idea for a product? Send it in! If we think it looks good, we'll add it to this list?^ 
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Modifying AtariWriter+ for D9 



by Charles Cole. AC Software Utilities Editor 



The LVAUG Patch 

In the November 1991 issue of Current Notes 

magazine, I reviewed a $5 AtariWriter Plus (AW+) 
patch program available from the Lehigh Valley 
Atari Users Group (LVAUG), P.O.Box 796, White- 
hall, PA 18052-0796, which modifies AW+ so it will 
run under SpartaDOS 3.2D. Contact LVAUG if you 
don't already have this handy AW+ patch. The 
LVAUG patch will also allow AW+ to run from a 
hard drive if your'e using SpartaDOS 3.2D on it (or 
SpartaDOS X per the next paragraph). 

Shortly after that article was published, I dis- 
covered a SpartaDOS X cartridge patch called 
XX.COM on ICD's bulletin board, which makes SDX 
versions 4.19 and earlier compatible with Atari's 
original AW+ disk and the LVAUG AW+ patch, even 
on a hard drive! If you have SDX 4.20, the LVAUG 
patch will allow you to run AW+ from a hard drive 
(or floppy) without the XX.COM module. 

New Hardware, New Horizons 

In May 1992, 1 replaced my MIO with a Black 
Box and Floppy Board (BB/FB) from Computer Soft- 
ware Services of Rochester, New York, so I would 
have the capability of reading from and writing to 
high density floppy disks as well as hard drives and 
double-density floppy drives. .^SPlie CSS BB/FB in- 
cludes a disk of utilities including a file called 
USPRAM9.COM (U.S.Plus RAMdisk drive 9) which 
allows users of computers equipped with the CSS 
U.S.Plus Operating System (see Mike Jewison's 
"Fitting Room" column elsewhefe in this issue for 
more info on the US+ OS) to automatically assign 
drive #9 as their RAMdisk when the computer is 
booted up. Since I have eight drive assignments 
tied up with hard drive partitions and floppies, and 
am running a 130XE equipped with the US+ OS and 
320K of expanded memory, USPRAM9.COM proved 
to be the solution to my RAMdisk dilemma. 

The first time I booted up AW+ after installing 
the BB/FB and assigning D9: as my RAMdisk, I 
realized that modifying AW+ even further to allow 
nine drive assignments instead of the eight avail- 
able from the LVAUG patch would make word 
processing tasks even easier. As it turned out, the 
changes are really quite easy to accomplish provided 
you don't need to run Mail Merge and Spell Check 
from D9:. By changing only four data statements in 
the LVAUG patch, you can make AW+ recognize D9: 
as your RAMdisk for temporarily saving text files. 
You will, however, lose the ability to save to D8:, but 



if you're like me you won't miss a floppy drive or 
hard drive partition as much as you do the RAM- 
disk. D8: still works normally with all other pro- 
grams. 

Patching The Patch 

So, if you have the CSS BB/FB, US+ OS, and the 
LVAUG AW+ patch, you may be interested in 
making the following changes to the LVAUG patch 
to make AW+ compatible with the USPRAM9.COM 
utility: 

1. Make a SpartaDOS copy of AW+ following the 
same procedures as outlined in the LVAUG instruc- 
tions, but do not RUN the FIXAP.BAS program yet. 

2. LOAD the FIXAP.BAS module into your com- 
puter and modify the following four DATA lines: 



1062 DATA 11546,178,185 
1149 DATA 12397,84,57 
5035 DATA 4154,178,185 
5147 DATA 14222,84,57^^ ^ 



In all four lines, you're only changing the last 

data number. ^ h^, : 

3. Now, RUN this modified program and let it do 
i$& thing to your new copy of AW+, and the D8: drive 
assignment will be changed tn D9: on your main 
AW+ program module. 

I had originally hoped to modify the AW+ Mail 
Merge and Spell Check modules so they could also 
recognize nine drive assignments, and keep all nine 
drives available in the main AW+ program, but soon 
discovered you can't do this without a major re- write 
of the entire AW+ program disk using a high-quality 
disassembler and sector editor such as DiskRX from 
ICD or the BB's Task Master. Such a major rewrite 
of all three AW+ modules would be far beyond the 
capabilities of most users, and certainly beyond the 
scope of this article. Total disassembly, receding, 
and reassembly ^wmild be required to squeeze any 
more capabilities out of AW+. 

[Editor's comment: sure would be nice if we had 
an LVAUG'type patch and D9: mod iiJce this for 
AtanWriterSO. AtariWriter-Plus and AtariWriter- 
80 are almost identical, and in fact were ported to 
the ST as "ST- Writer" If anyone out there comes up 
with a Sparta patch for AtariWriter-SO, there's a 
Managing Editor here at AC who wants to know 
about it real bad. -BP] 



ATARI 8-BIT 

SOFTWARE - PARTS AND BOOKS FOR 
ATARI XL / XE & 800/400 COMPUTERS 



Wi< xL/xfe 800/40? 



ie6@^MECHANISM 



Factory fresh TANDON mechs. 
make difficult repairs a snap. Units 
are complete with Head, Stepper, 
Spindle motor, belt etc. Just plug in, 
no difficult alignments or adjust- 
ments rejquired. qj- 
• Special* $ QQ^"^ 

2 for $70.00 Oc7 



POWER PACKS 

Exact replacement trans- tf^ Af^Ci 

former for 8CXV400. 1050 *P | Op 
810.1200X1,850.5^ ■ " e 

XF551 units. Psrt #0017945. 



ea 



XUXE SUPPLY 

PoMer Pastor 800XL.e0QXL 
1XXE.6SXE&XEGMm. 



$2500 



KEYBOARDS 

New and corrplete subassembly. 
€aqr ifitmii rtplaoanrMnt. 

ixeesxE $35joo 

800 $40.00 

800XL $29.50 

XL 40 PIN LSI CHIPSET 

A Complete set of 40 Pin Large Scale 

Integrated Circuits for your 800XL, 

600XL or 1200XL computer. 

Great for quick repairs I Set $ H >| 95 1 

contains one each of th« ^ t*T 

following: GPU. GT I A. 

AhfTtCPlA AND POKEY. 

800 5 PIECE BOARD SET 
Includes Main Board, Power Board 
CPU. 10K O.S. and 16K RAM 
Board. Alt boar* flm. MM-and 

fully populated. Set includes 
instructions that will allow you to 
repair ANY 800 Computer $28.50 

ATARI WRITER CARTRIDGE 

Turn your 8-blt Atari computer Into a 
powerful word processor. Works wtth all 

ATARI LOGO CARTRIDGE 

A powerful programming language with 
turtle graphics for creative design. 
Includes quick reference guide. Works 

with all models $14.95 

MISCELLANEOUS 

6OOXL 64K UPGRADE KIT $19.95 

13 PIN SERIAL I/O CABLE $4.50 

SPECIAL - 3 I/O CABLES FOR $10.00 

ACE JOYSTICK $7.95 

POWERPLAYER JOYSTICK $12.95 
COMPUTER /TV SWITCH BOX $6.95 
400 BOARD SET (W/0 Kybd) $18.95 
PADDLE CONTROLLERS . . . $9.95 
REV. "C" BASIC ROM IC . . . $15.00 
Newell 256K 800XL Uparade $27.50 
Set of 256K RAM CHIPS .... $19.95 
800XL1 Meg Upgrade W/0 Ram $42.50 
1XXE1 Meg Uparade W/0 Ram $39.95 
850 or PR MODEM CABLE . . $14.50 
850 or PR PRINTER CABLE . . $14.50 
8-BIT MONITOR CABLE .... $9.95 
XEGS Keyboard Extension Cable $14.50 
I/O 13 PIN PC CONNECTOR . . $4.50 
I/O 13 PIN PLUG KIT (C^ End) $4.50 
RF CABLE (COMPUTER TO TV) $3.75 
1050 TRACK ZERO SENSOR . . $8.50 
Anin«lionSUtk)nGraphkxT«btol $64.95 
PRINTER INTERFACE $43.95 



BOOKS 

Mapping the Atari (XL/XE) $24.95 
Mapping the Atari (800/400) $12.95 
Compute's First Book of Atari $9.95 
Compute's Third Book of Atari 
(Includes a high quality type In 

Word Processor) $9.95 

First & Third Book Combo $14.95 
First Book of Atari Graphics $9.95 
2nd Book of Atari Graphics $9 .95 
Graphic Book Combo #1 & 2 $14.95 
XE USERS HANDBOOK $24.95 
XL USERS HANDBOOK $24.95 
Assembly Language Guide $24.95 
USING NEWSROOM .... $19.95 
Programmers Ref. Guide $9.95 
The Creative PrintMaslBr . . $7.95 
Write Your CXvn Games . . . $5.00 

How to 6502 Program $5.00 

Basic Reference Manual . . . $5.00 
INSIDE ATARI BASIC .... $5.00 
DOS 2X>Rararence Manual $7.50 
Tech Ril.MBiaa for m^OO $19.95 
The Computer Playground $5.95 
SpeedScript Word Processor $9.95 

1st XLENT Word Processor 

A fult-fealufod. word processor that is 
easy to learn. ICON based and can be 
used with a joystick. Edit up to two 
documents at once. PravlMr fnode sIwimb 

your docuPDent in sinnutated 80 columns, 
just as it will appear on your printer. DISK. 

$25.00 

PRINTER 
INTERFACE 

MK^ROPRINT INTERFACE 
ALLOWS YOU TO CONNECT ANY 
STANDARD PARALLEL PRINTER 
TO YOUR ATARI 8-BIT. WORKS 
WITH 800XL. 130XE. 800/400. 
65XE, XEGS. 60a(L(1200XL 
requires easy rrKMMMkif^. 



BOOKKEEPER & KEYPAD 

You get both Atari's 8 bit 

professional bookkeeping $ iO^ 

system and the handy CX86 ■ ^ 

numeric keypad for one low 4 DISK 

pfioa Packages Factory sealed SET 

VISICALC SPREADSHEET 

Unleash the oonputing power 
of your 8 bit Atari wlthVlsicate. 
Coinrpute e/erything from home $ i Q 
finances to high powered finarv I %7 

cial pfojectbris. HundredB of uses DISK 

Super DataBase 1-2-3 

INNOVATIVE PRODUCT CREATES AMAZING 
DATABASE APPLICATIONS EVEN IF YOU 
HAVE NO PROGRAMMING SKILL. ONCE YOU 
CREATE A PROGRAM WITH SUPER 
DATABASE IT BECOMES A STAND-ALONE 
APPLICATION THAT RUNS ON ITS OWN. 
•GENERATE' YOUR OWN PROGRAMS TO 
KEEP TRACK OF EVERYTHING. $ |-q Q' 

INaJUOeS137PAQEIMNUAL-SOBKS ^ 



CALL TOLL FREE 

1-800-551-9995 

OR CAlL 510-352-3787 



ATARIWRTTER W«d r^nnwMr Cmt $29.95 
ATARI LOGO C«»idg« $14.95 

POLE POSITION Cartridge $12 50 

3-D TIC TAG TOE Carfridg* $9 95 

JOUST Cartridge $9.95 

HARDBALL Cartridge $9.95 

DARK CHAMBERS Cwlridge... . $14.50 

THUNDERFOX Certridge $14 50 

DESERT FALCON Carfridge $14.50 

LODERUNNER Cartridge $14.50 

JUNGLE HUNT Carkidge $9.95 

STAR TREK Cart by 9CQA $9.95 

PAC-MAN Cartridge $4 00 

DONKEY KONG Cartridge $5.00 

DONKEY KONG JR. Cartridge $9.95 

DELUXE INVADERS Cartridge $4.00 

MISSLE COMMAND Carfridge $7.95 

FOOD FIGHT Cartridge (XL/XE only) $9.95 
CROSSBOW (Requires Ught Gun) $14.50 

BALLBLAZER Cartridge $9.95 

STAR RAIDERS Cartridge $5.00 

WIZARD OF WOR CttMifee $9 95 

BLUE MAX Cartidge $9.95 

MOON PATROL Cartridge $9.95 

A RCHON Cartridge $12.50 

KARATEKA Cartridge $14.50 

E.T. PHONE HOME CarMdge... $9.95 

ACE OF ACES Cartridge $14.50 

BATTLEZONE CarMdpe 

CAVERNS OF MARS CarMdge . $9.95 

GATOCwIridge $12.50 

SUPER BREAKOUT Cartridge . $12.50 
RESCUE ON FRACTAUS Cvt. . $12.50 
ONE on ONE BASKETBALL C«L $12.50 

NECROMANCER Cartridge $9.96 

MILUPEDE Cartridge $9.95 

FINAL LEGACY Cartridge $9.95 

PLATTER MANIA Cart. k>y Epyx $5.00 

PENGO CarMdge $9.95 

EASTERN FRONT Car»idge $12.50 

ADVENTURE CREATOR Cartridge $12.50 
SlUCON WARRIOR Carfridge . $9 95 
MICROSOFT BASIC II Carfridge . . $26.96 
BASIC LANGUAGE Cartridge . . . $15 00 
Editor/Aesembtar Carl (No ManuaO $9.95 
PILOT LANGUAGE PACKAGE . . . $tt.90 
MATH ENCOUNTERS. $12.50 

SPINNAKER EDUCATIONAL CARTRIDGES 

FRACTION FEVER Cartidge . . . $8.75 

PACEMAKER Cartridge $8.75 

ALPHABET ZOO CarMge $8.75 

UP FOR GRABS Cartidgie $8.75 

ALF IN THE COLOR CAVES Cart $8 75 
DELTA DRAWING Cwtidge ... $8.75 
STORY MACHINE 800/400 only $8 75 
UNKING LOGIC (Fiaher-Ptica)C«t $8.75 

GRANDMA'S HOUSE (Disk) fB.TS 

DISKS XUXE - 800 
VIDEO TITLE SHOP 3 DISK BONUS PACK 
Contirins VTS + 2 Compantan Otaka $M.95 

TARGET PRACTICE $1250 

ROSEN S BRIGADE $12.50 

SEA BANDIT .If... $12.50 

SPIDER OUAKE $12 50 

STARBASE FIGHTER $12.50 

MANIAC MINER $12.50 

ALTERNATE REALTTY (The City) $1250 
ALTERNATE REALITY The Oungaon $12.50 

SARACEN Diak $9.95 

GUNSUNGER Diak (64K) $9.95 

TOMAHAWK HaNcoplK Game 64K $12.50 
THEATER EUROPE War Gama.. $12.50 

BRUCE LEE Diak $12 50 

CONAN Disk $12.50 

221- B BAKER STREET (64K) . . . $12 .50 
Napdesi in Ruaaia (Borodhw 1812) $9.95 

BISMARCK $9.95 

ZORRO $9.95 

MOONSHUTTLE $4.95 

CROSSCHECK $7.50 

MICROPROSE SIMULATIONS 

• F- 15 STRIKE EAGLE $8.95 

• TOP GUNNER COLLECTION . . . $8 95 

• SILENT SERVICE $8.95 

• KENNEDY APPROACH $8.95 

• DECISION IN THE DESERT $8.95 

• CRUSADE IN EUROPE $8.95 

• CONFUCT IN VIE|||||i4^^ 

• HELLCAT ACE $8.95 

fNFCXX>M ADVENTURES 

•WISHBRINGER $9 95 

• MOONMIST $9.95 

• SEA STALKER $9.95 

•INFIDEL ... $9.95 

•CUTTHROATS $9.95 

• BALLYHOO $9 95 

• SUSPENDED $9 95 

• ZORK 1 $9.95 

•PLANETFALL $U.95 

• HOLLYWOOD HUINX $14.96 

Dlake-XL'a/XE'8/800 

• CYCLE KNIGHT $9.95 

• GOLDEN OLDIES $9.95 

• SUMMER GAMES BY EPYX .... $4.75 
•SP1DERMAN $4.95 

• TECHNA-COLOR DREAM $9.95 

• REAR GUARD $4.95 

• ROCKET REPAimiAN $4 95 

• SPEED KING $4 95 

• STRATOS $4.95 

• L A. SWAT $7.50 

,• THE GAMBLER $750 



Disks-XL's/XE'l/aOO 

ULTIMA III (EXODUS) $29 96 

CHROMACAD MODEL BUILDER $29 95 
CtTonaCad SURFACESHAOeR 13QXE $29.95 
1ST XLENT WORD PROCESSOR $25.00 
BLOCKABOO (GREAT NEW GAME) $14 96 

AUTO DUEL $15 00 

Scott Adams GraphKAdMntoaaVe $12.50 

GAUNTLET (64K) $12.50 

Deeper Dungeons (Req. GauntM) $12.50 

INFILTRATOR (64K) $12.50 

TRAILBLAZER by Mindscape . . $12.50 
CROSS COUNTRY ROAD RACE $9.95 

GHOSTBUSTERS Disk $9.95 

SEVEN CITIES OF GOLD $9.95 

RACING DESTRUCTION SET . $9.95 

ONE ON ONE BASKETBAU $9.95 

LORDS OF CONQUEST . . . . , $9.95 
F- 15 STRIKE EAGLE Oisk.^.^ $8.95 
TOP GUNNER COLLECTlOlf . . r= $8.95 

SILENT SERVICE Disk $8.95 

VISICALC Spreadsheet $19.95 

SHOWDOWN HOCKEY $14.95 

MINIATURE GOLF $10 00 

FORT APOCALYPSE Disk $7.50 

ELECTRA-GUOE Disk $7.50 

VIDEO VEGAS Poker 8 SlolB $9.95 

STRIP POKER r-jf^sA*V¥*iiir. $25.00 

ACTION BIKER . $7.50 

KICK START $7.50 

MONEY TOOLS (Financitf UlNily). . $9.95 

DIG DUG Disk $9.96 

PUZZLE PANIC Disk by Ep^ . . .- $9 96 

CEST E LA VE Disk $9.95 

TUTTI FRUTTI $4.95 

MIDWAY BATTLES $1250 

FINANCIAL COOKBOOK $9.95 

SONGWRITER $9.95 

PREPPIE«idPREPP1EII(2GAMES) $9.95 

BUCKAROO BANZI $12.50 

WARGAMES (Based on Ihe Movie) $12.50 
DAY AT THE RACES (Horaa Rue) $12.50 

CHESSMASTER 2000 $12.50 

RNBALL CONSTRUCTION SET $12.50 

BRIDGE 4 0 $9 95 

PEGAMMON $12.50 

MUSIC CONSTRUCTION SET . . . $12.50 
FOOBLTTSKY Diak / Board OaM* $9.95 

TEMPLE OF APSHAf $9.95 

ALI-ANTSDisk $12.50 

MOUSE QUEST Disk (64K) $12 50 

ELECTRONIC DRUMMER Disk . . $12.50 
PIRATES OF THE BARBARY COAST $12.50 

NICKERBOCKER Disk $1250 

12 SCOTT ADAMS ADVENTURES $12 50 
SORCEROR d aaymourge CasUe $12 50 
HACKER Adventure by Activision $9.95 
MIND SHADOW AdMBnkJra64K.. $14.95 
GUTTAR WIZARD (MMdte-tuier) . . St«.95 
BLAZING PADDLES (Graphics) . . $14.95 

SCHEMATIC DESIGNER $24.95 

THE SCANALYZER $29.95 

Advanced Protectton Techniques $24.95 

bask; TURBOCHARGER $23.95 

CHIPMUNK $34.95 

YOUR ATARI COMES AUVE . . . $23.95 

PAGE DESIGNER.,.,... $15.00 

TYPESETTER $20.00 

SSI QUALITY SIMULATIONS 

SSI U.S A.A.F $19.95 

SSI COMBAT LEADER $19.96 

SSI PANZER GRENADIER $19.95 

SSI FIFTY MISSION CRUSH $19 95 

SSI SONS OF LIBERTY $19 95 

SSI SIX GUN SHOOTOUT $19 95 

SSI KNIGHTS OF THE DESERT . $19.95 
SSI Rebel Charge al Chkkamauga $M.95 

SSI SHILOH - GRANTS TRAII $14.95 

SSI EPIDEMIC $19.95 

SSI WIZARDS CROWN $14 95 

SSI GEMSTONE WARRIOR $14.95 

SSI COMPUTER QUARTERBACK . . $19.95 

SSI IMPERiUM GALACTUM $19.95 

SSI WARSHIP $19.95 

SSI NAM $19.95 
SSIWARSAICCONsinHJCTIONSEr $14.96 
SSI SHATTERED ALUANCE .... S19.96 

• • EDUCATIONAL DISKS • • 
MASTER TYPE (Typing Tutor) . . . $15.00 

UNt^ORD SPANISH $22.50 

UNKWORD GERMAN $2250 

UNKWORD FRENCH $22.50 

A+ SPELLING $12.95 

A+ LEARN TO READ (3 DISKS) . . $12.95 
A+ READING 00MPREHEN8K>N. $12.95 

SAT VERBAL $17.96 

COMPUTER AIDED MATH PROG. $10.00 

HODGE PODGE (AGE 1-6) $13.50 

MONKEY MATH (AGE 4 - 10) . . . $17.50 
MONKEY NEWS (GRADES 1 - 6) . $17.50 
TEDDY BEAR Rwiy Diy Gamea . . $12.50 
OUN IN EMERALD (Jr. Adwankire) $9.96 

MIND MAZES (Educational) $7.50 

SKYWRITER CARTRIDGE $9.95 



VIDEO TITLE SHOP - Create 
Dynamic Graphics displays for 
shows, expositions, window displays 
or for use with your VCR. Features 
irK:lude text fade In and otft. fine text 
scroll, crawl and more. Includes 
paint program and 2 graphics disks 
$14.95, 



AMERICAN TECHNA-VISION 

Mail Order: 15338 Inverness St., San Leandro, Ca. 94579 
Sales Office: 1903 Fairway Drive, San Leandro, Ca. 94577 

Terms: NO MINIMUM ORDER. We accept money orders, personal checlcs or 
C ODA. VISA, MftStor/Card okay. Credit cards resirfaidltXifiBrs over $14.50. No 
personal chtdMonCOD. - Shipptf|^ii|.75 ahipping and handling on orders under 
$150.00. Add $4.00 for C.O.D. orders. In Canada or P.R. total $8 .00 for shipping 
and handling. Foreign shipping extra. Calif, residents include 8 1/4% sales tax. All 
prttiucl^Dew and guaranteed. Ail sales final. Send S.A.S.E for free ^^j£0- 

^^^-^ PricaaiutycttDchang»<iitwMnoic». Algiiaarag.»i J aii afc efAlatOfl^ 



AdvANCEd C Programming 

On Tht Atari aJBfo^^PARi 1 . ^ 

AC thanks the Front Range Atari User's Group in Fort Collins, CO for perxnismon to vm ^dsmUdm, 

A Programmer's Beginnings 

Fve owned an Atari 130XE for four years and have progrsmimed on 8-bit computers since 1981. Over the past three years in college 
Fve also prograunmed madnframe and minicomputers. One thing I admire about these more powerful computers is their ability to com- 
pile and run programs in languages like Pascal, and FORTRAN. I like Pascal and C a lot more than the languages I used to think an 
8-bit computer was Umited to. 

You 8-bitters know which ones Fm talking about: BASIC (the major language for all 8-bits), assembly language (the language used 
when you want to get it done fast with a lot of power), LOGO (the lauiguage that makes computer graphics easy), and FORTH (I haven't 
used this one, but reportedly it's close to assembly language). Fve programmed in BASIC and LOGO, but I generally avoid 6502 assemb- 
ly language with a ten-foot pole. Assembly, in my view, is too laborious and risky for what I usually want to do on my 8-bit. 

I learned Pascal in high school (using Apple Pascal) and continued in my freshman year at CSU, using standard PascsJ on a main- 
freune. Once I saw I could break up my programs into procedures and functions, and use more powerful data types than was available in 
BASIC, I got hooked on it! I like the Pascal approach to programming because I can write more powerful programs, and I can do tasks 
modularly within a program which makes it more organized and easier to modify. No more spaghetti code for me! After awhile, I was 
doing more stuff in Pascal on the minicomputers at school than I was in BASIC on my own computer. I really hungered for the ability to 
use Pascal on my 8-bit. But until recently, whenever I wanted to program on my 8-bit I was limited to BASIC. I considered getting the 
Action! language, but it was too pricey for me, and Fd heard it was hajrdiiO learn. Ijy<int>fiid a language I could learn on my 8-bit and use 
at school as well. 

I considered Pascal. I knew of three Pascal compilers for the Atari 8-bits: Atari Pascal, Kyan, and Draper. Draper was interesting 
since it is Shareware. I got a copy of Draper Pascal but was disappointed by its restrictions. Later I discovered that most of the Atari 8- 
bit compiled languages have severe limitations compared to their standard counterparts. These languages have many of the same 
hmitations as Draper. It doesn't support multi-dimensional arrays in the true sense of the word (you can only have a maximum of two 
dimensions for an curray), you can only return a value of type integer from a function, and no pointers to anything are allowed. In a nut- 
shell, Draper and many of the 8-bit compiled languages are, iumy opinioiy faj^^jonally more advanced BASICs. 

Ceeing the Light ' J-^"^^ 

Another option was a C compiler. I had just taken a course in C last year, att#ll iMI a^iiiaguage I liked right ofitaince it's more 
powerful than Pascal. I used to think a C compiler wasn't possible on an 8-bit due to the dam M such a compiler and all the required 
libraries. When I got into college, I was surprised to learn there were two 0 compilers for the Atari 8-bit: Deep Biaa^CNoid Lightspeed C. 
Both are commercial products available from B&C ComputerVisions. One day I found tlyree more C compilers for the 8-bit on the Inter- 
net ftp site at the University of Michigan called atari.archive.umich.edu. These compilers were CG^ Aw C^ aa^^SOKfef", . -^^a . 

CC65 is a cross-compiler written by John Dunning, moderator of Internet's Info-AtariB Digest. It's designed to vaaeimEtM lacoe power- 
ful computer- such as a Unix system- and generates machine code the Atari 84rit undcifitMda. Onoe a program m compiled with OC65, 
the object code can be downloaded to and run on an 8-bit. It supports many standard Iwitnfi ea of^.- ii ifidkprl^ it was made so iSk/A 
source code compiled on a regular C compiler could also be compiled on CC85 very aliliy. The package is made up of iimtal programs: 
CC65, the compiler; a reloeataMe^eode assembler; LINK65,1llir4BikiNr; and IJilR65, th* Mfaniy manager. 'BmkiMm ^mpilwf ver- 

sion is written entirely in C itself. The 8-bit version (already compiled ii^ toarieaX^Hii ite e wia i geii|wl Mr ^mm o mi w Lmmun m m&m ftna) 
of this package are available at atari.archive.umich.edu, in the directory atari/8faEt/ee65. r 

CC65: Not Bad! 

The 8-bit version was actually made by compiHng itself! In other words, the 8-bit version of CC65, RA65, LINK65, and LIBR65 were 
all compiled, assembled, and Hnked by CC65, RA65, and LINK65 themselves, on some other system. Since the package is designed to 
generate Atari 8-bit machine code, it's only natured that the 8-bit version would be created this way. I wish it were re-coded in assembly 
though, like the other 8-bit C compilers, since the 8-bit versions of the programs are very large. But it's neat tojuiow that CC65 sup- 
ports enough features of C to actually compile a fiill compiler system on its own. 

The features supported by CC65 are: pointers to pointers, pointers to functions etc., structs, unions, but no enums (except in the 
cross-compiler version), and no float types. Multi-dimensional arrays can be declared. Variables can be declared int, char, long, and 
short. It has some standard libraries and library functions, like <stdio.h>, fprintfO, getsO, fopenO, etc. It even has a small interface that 
lets users with non-CLI DOSes pass arguments to a program, as though they were using the argv and argc parameters in main()! The 
standard global input/output variables stdin, stdout, and stderr are supported, so you can get and put stuff from/to the user in the stan- 
dard C way, like you would when using a regulsur C compiler. 

On the negative side, CC65 doesn't presently support Atari-specific features such as graphics and sound. When I looked in detail at 
the library functions' source code, it looked like floating-point numbers and operations; graphics and sound could be supported if more 
functions were added. It looks like Dunning designed this compiler with the idea of expanding it in the future, since there are some 
things in the source code that are already set up for graphics and sound, and maybe even floating-point arithmetic. Only there aren't 
any functions in the library yet that take advantagpe of this. 

C Vaporware? 

In the the Jan./Feb. 1991 issue of Current Notes, on p.67 there's a short blurb on yet another commercial C compiler for the 8-bit 
from DataQue. This is the same outfit that makes the Turbo-816 modification. It's called Turbo-C8, and reportedly it's a full implemen- 
tation of ANSI C (a C language developed according to rules laid down by the American National Standards Institute) on a bank- 
switching cartridge! It doesn't say whether it's specifically for 8-bits that have the T-816 modification or not. I would assume it was 
designed to run on either an unmodified or modified 8-bit, since that's how DataQue designed their other applications. [Editor's Note: to 
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the best of our knowledge Tuj^lHy-CS was never released commer^ 
dally due to problems implementing ANSI atrueta and uni<ma, 
Cbud[ Steinman, where are youfj 

Tm mainly going to concentrate on the CCS compiler from 
here on, since thafe what Fve used the most. The documentation 
for 008 suggests that you also get Ace C for its linker and 
ISbraries, which 008 lacks. [The commercial Lightepeed C is ac- 
tualfy smiapKwmdvmmam of Ace C, by the same author. -Ed,] AH 
three 0 compilers at atari.archive are public domain. John 
P«i*«ldh lodl Sli^ Keniisdy ar^ 



CC8: My Favorite! 

CC8 converts your C source code into relocatable P-code. 
Using the Ace C linker and a small text file specifying what files 
are to be linked, an executable file is created. It turns out you can 
also use the linker and libraries of Deep Blue C and Lightspeed 0 
with 008 P-code files because the compilers generate the same 
type of P-code. Ace 0 also comes with an optimizer that works on 
P-code files. 

The documentation of 008 is full of surprises. Even though 
008 is PD, it supports many functions of "standard" 0- some of 
which are not supported even in the commercial compilers men- 
tioned above! "Stsmdard 0" is kind of an oxymoron (a phrase that 
contradicts itself), since there are many variations of the 0 lan- 
guage around, even on the major computer systems. ANSI has 
agreed on a stand£u:d for 0 so there is now a recognized standard. 
Thus the lure of something like Turbo-08: a full ANSI 0 im- 
plementation adhering to the official standards » for the Atari 8- 
bit. Wouldn't it be nice! 

Neat Stuff In CCS 

Here's the rundown on features of standard 0 supported by 
C08» along with a description of the significance of those fea- 
tures: 

- 008 supports all pre|Nrdeessor fimetkmJG^J^ndard 0 ex- 
cept for #line. The preprocessor functions supported include 
LINE (for current Hne number) and FILE (for current filename). 
(A O compiler goes througkiwo phases. The first phase is the 
preprocessing phase where symbols can be defined to represent 
eertain things. Other source code can be included, with or with- 
aut certain conditions. This is useful for bringing in general 
routines that can be used in more than one program. Macros can 
be created to short tjbadtoi^h of programming and source 
code.) 

- Pointers to p<»nters, pointers to functions, arrays of pointers 
to functions, etc. may be declared. (There are data types in 0 
ealMfpmtera. Att^weM^les that are declared of this type are 
just addresses to memory locations that hold a value, or ex- 
eevtabli^aode. So a pointer may actually contain the starting ad- 
diM of a function. For you assembly pto^immmm this should 
ring a bell.) 

- Multi-dimensional arrays may be declared using char, int, 
struct, union, and enum data types. Variables can be declared 
static and extern. The register storage class may be used. (A 
"struct** is a collection of variables that can be of different data 
types. Structs haves many paralats to elements of a database 
program. A struct could be considered a record, and the variables 
inside could be called fields of the record. As a matter of fact, the 
variables inside a struct are called fields. A **union** is like a 
struct, except only one field can store information at any one 
time. It was invented to save space. "Enum*' lets you sequentially 
define a set of symbols to have numeric values. You could assign 
the color value of blue to the s3rmbol **blue**, so that throughout 
the program you can use **bhie'* in place of that value. Enum data 
gets converted to integers upon compilation in 008. **Static**: 
when a variable is declared static, it means the location in mem- 
ory the variable points to never changes. Static variables can pro- 
duce interesting effects. For example, if a static variable is inside 
a function, it retains its value after the function is exited. When 
that function is re-entered, it will still have that same value. ''Ex- 
tern" lets you tell the compiler about a declaration that's coming 
up, since compilers read source code from top to bottom. Thus you 
can use the variable or function before it's declared, and the com- 
piler won't yell at you for not declaring it in advance. **Register**: 
this is termed a storage **class'* because register values aren't 




stored the same way as other variables. Values stored in a vari- 
able of storage class register are stored in a hardware register of 
the computer, and operations can be done faster on them. In 008, 
anything declared "register" is translated to an integer since the 
6502 onfy has a few registers.) ^ ' 

More CCS Goodies 

- Values of type int, char, or pointer (to anything) may be 
returned from functions. 

- Local variables may be declared at the beginning of com- 
pound statements. But no two local variables (in a fii 3St fikiifi^gf:n 
have the same name. 

- Recursion. Functions can call themselves. 

- The sizeof function; typecasts may be used. (The "sizeof ' 
function returns the size of a variable, of a certain type, in b3rtes. 
Typecasts are a way of assuring that what is produced by some- 
thing on the right side of an is of a c #»fti ii Kl l< it i m^^S^ 
conflicts wont occur.) 

- Expressions follow operator precedence. All operators follow 
l^recedence, including the ++,-,* (pointer indirection), & (get ad- 
dress of variable), etc., not just mathematical operators. (There 
are a lot more operators in 0 than just the mathematical ones 
you're already familiar with. There are operators to determine 
boolean values for conditional statements, manipulate the bits of 
a variable, etc. All these operators have certain precedence levels. 
Sometimes parentheses are used in expressions employing these 
operators in order to yield the desired result.) 

- Standard flow control functions: for, while, do-loops, if, if- 
eke, switch. ("For", "while", and "do"-loops are programming loop 
structures. "Switch" is like a shorthand for making multiple IF- 
THEN statements.) 

- Initialization of global variables of type char, int, pointer, 
array, struct, umon, and enum, as in: char q[10]="hello";. An ex- 
ample of aggregate variable types is: char *weekdays[]=$( "Mon.", 
"Tues.", *Vai.", "Tku.", "Fri." $); the and '$)' markers repre- 
sent left and rightwrly brackets in 008 since ATASOII doesn't 
have those characters. 008 does understand the ATASOII equi- 
valents of the left and right curlies, but the listed sourcecode 
doesn't look as nice. (It's possible inO to initialize a variable right 
when it's declared, as in the above examples. If you Hke, you may 
not even need to specify the size of an array. Global variables are 
like the variables used in BASIO, Once they're declared, they can 
be used anywhere. This is the opposite of local variables which 
are declared inside of fiinctions or compound stateMipU and 
don't exist outside those domains.) 

- goto's and labels. (To the chagrin of programitTf^idMi 
believe in structured programming, 0 supports a goto statement 
that lets you jump to another location. But you can't do it using a 
line number. You need to specify a label, and put the label at the 
location in the source code you want to jump to. Programmers 
favoring the "structured" approach usuaUy avoid using goto's.) 

Next issue: Mark reviews some limitations of 008 and 
proceeds with programming tips. 

[Editor's Note: Umadera express sufficient interest in OCH 
well consider putting it on a fiitura AC Software Disk, At the mo- 
ment we're reluctant to do so because the aggregate UNARCed 
Glee ofCdNtU related Ace CWnrariea are enormous and could, 
consume an estimated UOKof our ISm didc fl^spmee. -BPJ 
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Swap 'n' Shcp 
A Flea Market for All Atari S Git Lsers! 



SELL: Atari 1050 disk drive with pwr 
supply & cable, $35. Also, inoperative 1050 
drive with pwr supply & cable, $15. Add 
$4.00 each drive. David Aronson, 291 1 Bree 
Hill Road, Oakton VA 22124. 703-620-6183. 

XF-551 NEW DUST COVERS for Sale. 
I've recently acquired 50 custom made dust 
covers for Atari's XF-551 drive. Just the 
answer to Dream Street Products from the 
December 1992 Atari Classics p.10. Send 
$10 plus $4.00 postage & packaging to: Ron 
Mandel, P.O. Box 151 Burtonsvile, MD 
20866. 

THE MACHINE BBS. 516-764-5748, 24 
hrs. Louis Trapani, Sysop. P.O. Box 36, 
Oceanside NY 1 1 572-0036. "Have your 
machine call ours." 

SCREEN DUMP utility wanted. Reliable 
Gr.B (62-sectors) that will wori( with Okimate- 
10 printer. The Color Print program supplied 
doesn't print B/W pics, will pay reasonable 
price for a good screen dump. Gal Franklin, 
RR1 Lot 108, Fremont NE 68025. 

WANTED: Atari magazines before 
1985. Atarian, Atari Age, Softline, Hi-Res, 
Joystick, Videogaming, Electronic Games, 
Atari Connection, Video Games, Elei^onk: 
Fun, ANALOG Computing, Computer 
Games, Current Notes, The Dragon. Will buy 
cart./disk software if priced right. Frank M. 
Polosky, P.O. Box 9542, Pittsburgh PA 
15223. 

HARDWARE SALE: 800XL, 2 1050 
drives, 850 interface, Star Gemini-10 printer, 
program recorder, MPP 1000C modem. Incl. 
all manuals, cables, pwrsupplies, etc. EC 
$400 firm. Orig. OSS BASCIC-XL cart & 
manual, EC $25 firm. Will ship COD. Barry 
Shortridge, P.O. Box 210, Mouth Card KY 
41548606-835-2100. 



FUTURA: bimonthly disk newsletter. 
Lots of 8-bit articles & programs incl. latest 

PD European releases. Six-issue subscrip- 
tion, L1 1.00 (LI 4.00 non-UK). LI .95 ea. 
(L2.45). S.J. Mun-ay, North Of Scotland Atari 
User Group, 71 Walker Road, Torry, Aber- 
deen, Scotland AB1 3DL (Payment in UK 
pounds to S.J. Munay.) 

SEEKING INDIANA ATARIANSI Am I 
the only one out here? Write to: Kevin R. 
Yuri(us, 402 S. 6th. St., Lafayette IN 47901- 
1712. 

SEEKING PAPERCLIP UTILITY with 
capability of mixing ATASCII graphic sym- 
bols with text so I can put borders around 
tables & headings w/CTRL-A,-C,-D,-E,-Q,- 
R,-S,-W,-X,-Z chars. Currently trying to learn 
M/L but struggling. Please contact me if 
you've modified PaperClip like this. George 
Edmpt, 104 Dalewood Crescent, Hamilton, 
Ontario Canada L8S 4B7. 

8-BIT BBS: The Dismal Cafe. 510-237- 
6679. 24 hrs, 3-2400 Bd. 60 megs online, 
hundreds of 8-bit files. Online games. Net- 
worked message bases. Sysop: The 
Misanthrope. Internet 1atmanl@terapin.com. 
Lance Tatman, 844 Kem St, Richmond CA 
94805. 

^ WANTED: back issues of 

ANTIC/Analog to complete my collection. 
Seeking ANTIC Apr/May '82, Feb/Mar '83, 
Dec/Jan '89-'90. Seeking Analog Vols. 1- 
3,4,6,8,10. Jon Mordosky, P.O. Box 796, 
Whitehall PA 18052-0796. 215-261-1044. 
ACUTE BBS 215-261-0620 (sysop). GEnie: 
J.G.MORDOSKY. 

SALE: Monkey Wrench II cart, for 800, 
EC. 300-Bd. modem, GC. Carl Clone cart for 
800, EC. Percom AT-88 drive, has new con- 
troller board, not woricing. Numeric Keypad, 



LN. Best offer, win separate. Greg Thomas, 
211 S. Kansas, Dafivie IL 61832. 217-446- 

8943 anytime. 

WANTED: Atari 8-bit software, esp. im- 
ports or self-programmed efforts. Also seek- 
ing 2600 carts: Quadrun, Texas Chainsaw, 
Chuck Wagon, Crazy Climber, etc. Will buy 
used Lynx & Game Gear carts. Ray Wilmott, 
10 South Rhode St, Spotswoood NJ 08884- 
1946. GEnie: R.WILMOTT. Internet wil- 
mott@njtgers.remus.edu. 

8-BIT BBS: On The Road To Damas- 
cus. 916-452-0518. BBS Express! Pro Node 
438. Internationally networl^ed. Direct contact 
to Barry Gordon, Michael Stomp. Member 
USF Network. 300/1200/2400 Bd, 24 hrs. 
Tim Naber. 3318-1/2 X St, Sacramento CA 
95817-2447. 

ATARI t-Bil Software: PD & discon- 
tinued commercial items. Over 1200^fHes of 
games. Documentation available. 
Buy/Sell/Trade. Write for our free double- 
sided disk inventory. Tampa Computer Or- 
phans. Charles Kormos, 3519 Del Lago 
Circle,TampaFL 33614. 

HI-DENSITY FLOPPY mech for sale. 
Toshiba HH 5.257 1 .2meg LN never used, 
std. IBM type, good for Black Box/Floppy 
Board. $40-fShpg, firm. Will throw in box of 
10 HD blank floppies for $5. Ben Poehland, 
179 Sproul Rd./Rt. 352, Frazer PA 19355. 
GEnie: B. POEHLAND. Internet: poeh- 
land%phvaxilnet@ smithkiinexom. 



THE RULES 



1. Ads are FREE to PAID SUBSCRIBERS of AC. [Non-subscribers may place 
ads at the rate of 2 cents/char excluding spaces.] 

2. Free ads limited to a max of 50 words including advertiser's contact info. A 
'word' is any recognizable combination of ASCII characters separated by a space. 
All ads must be in English. 

3. Ads longer than 50 words are charged 2 cents/char over the 50-word limit. 
Editors will truncate ads if payment does not accompany excess copy. 

4. AC reserves the right to edit ads and reject ads for any reason without 
notification to the advertiser. 

5. Submit ad copy in writing, preferably typed, to: Atari Classics, 179 Sproul 
Road/Rt 352, Frazer PA 19355 USA Itegibie copy wi be discarded. 

6. All ads MUST contain the advertiser's full name AND postal mailing ad- 
dress. Postal addresses outside USA MUST indicate advertiser's country of origia 
Include phone number or e-mail address when possible. 

7. This column is for use by private individuals only, to buy/sellArade Atari 8-bit 
items in their personal possession. Do NOT advertise non-Atari items or items not 
related to 8-bit computers or game systems (2600/5200/7800/ XEQS/ Lynx Items 
are OK). 

8. Ads may be placed for social purposes including usergroups and BBSes. 
Such ads MUST contain the name and POSTAL mailing address of responsible 
parties, including BBS sysops. 

9. Use of this column for cominereial purpotM Is expressly forbidden. Users 
found violating this policy wi iim their adveitliing priveledge suspended Ads 



from shareware authors distributing their own software ARE acceptable. 

10. Advertisers warrant that software offered in this column is on original 
media accompanied by original documentation. SOFTWARE PIRACY WILL NOT 
BE TOLERATED. Users found violating this policy will have their advertising 
priveledges permanently revoked and their subscription to AC terminated without 
refund. 

11. Hardware items, please indicate condition using the fotowing abbrevia- 
tions/definitions: LN (Lil(e New, item is pristine, unused, ail manuals and 
original paci(aging materials); EC (Excellent Condlton, torn It little used, good 
worldng order, physically clean, may have a few very minor cosmetic blemishes, 
with original manuals); 00 (Good Condition, item is in good working order but 
slightly soiled, contains worn parts or minor scratches/dings that betray heavy serv- 
ice or old age, with original manual or copied manuals); FC (Fair Condition, item in 
working order but missing manuals, heavily worn/soiled or cosmetically damaged); 
BC (Basket Case, item does not wori(, is damaged/butchered, missing manuals 
etc., but contains salvageable parts). 

12. Ads will run only once. Submit fresh ad copy for each issue of the maga- 
zine. Copy deadline is the 5th of the month, 2 months in advance. 

13. Staff and Publisher of AC are not responsible for lost/missing ads. If your 
ad fails to appear, just submit it again. 

14. AC Is not responsible for loee incuired for any reason due to situations 
arising from or related to ads appearing in M column. 



ENERGIZE YOUR 8-BIT: Plug into AC! ATARI CLASSICS, that is! Subscribe NOW !! 

Name: 

Address: 

City: 



State/Covintr y 



Zip/Postal Code 



"if*? 



E-mail address: 



All subscriptions are for one year. Note: a one-year subscription to AC may contain fewer than 6 issues if circulation 
fails to reach 500 by 1st qtr. '93. Subscription rates: 



[ ] USA 3rd Class Mail 

[ ] Canada 3rd Class Mail 

[ ] Foreign (AU) 3rd Class MaU 



$25 for 1 year 
$30 for 1 year 
$32 for 1 year 



[ ] Europe/Mediterranean AIRMAIL 
[ ] Asia/Pacific Area AIRMAIL 
[ lAC Software Disk (global) 



$38 for 1 year 
$40 for 1 year 
$ 9 for 1 year 



The AC Software disk will be distributed 3 times/year, concurrently with every other issue of the magazine. Disks will 
be DS/SD flippies and will contain all the iype-in software from the current + previous issue plus selections from the 
Public Domain as space permits. 

[] Personal check/ M.0./I.M.0 [JVISA [] MasterCard 



Card Number 



Your Signature 



Exp. Date: 
Date: 



(Note: credit card orders will be charged a $2 processing fee on orders under $100, $3 on orders over $100.) Credit c£u*d orders may be 
phoned in directly to Unicorn Publications: 313-973-8825. Please make checks or money orders payable in U.S. Punds. DO NOT 
S£U;^ QASH.Clip this form and return to: 



Atari Classics, 179 Sproul Road/Rt. 352, Frazer, PA 19355-195* ATTN: Ckculation Editor 



ACV2N1 
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Unicom Publications 
3487 Braeburn Circle 
Aan Arbor, MI 



Address Correction Requested 
bitfed imiterial — ^Please Rwhl 



Bulk Rate 
US Postage 
Paid Permit #87 
Ann Arbor, MI 
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